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Bounty Bob" returns in this new and exciting follow-up ^ 
adventure to Miner 2049er." This time around it's everK. « 
tougher than before and Bob needs your help more than ever | 
to guide him through-the mine. The mutant organisms have 
multiplied and over-run the mine entirely, making it extremely 
difficult to survive the hazards of thelundeiq round 
passageways. Using the high-poweredspectal equipment in 
the twenty-five new caverns is Bob's only hope of achieving 
his objective of securing the mine and defeating the plans of 
the evil Yukon Yohan!"-' 
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Rockin' Rodney stolks the streets of Funky Town with his Ghettoblaster. 
He is o messenger for Interdisc Records and his job is to collect demo lopes 
from all the local talent) As he delivers them bock to Funky Street he has to 
make all the locals strut their stuff as his Ghettoblaster blares out the 
livliest sounds around in his search for the perfect beat! 



is proud to present 
who created 



Irom 



12 completely original tracks of the funkiest 
music yet on the CBM 641 
Lively, colourful and animated street scenes! 
Keep on vour doncin' roes avoiding all the 
Mean Dudes out to gel youl 



Gangsters of the Groove will keep you on the mov? 
Tone Deaf Walkers, streetwise stalkers 
Bandits of the Beat move fast on their feet 
Notes come out so sweet, they're doncin' in the street 



Available for the Commodore 64 from all good software retoilcrs or moil order 
from the address below. R.R.P. £8-95 Joystick required. 



r — t 2-4 Vernon Yard, 119 Portobello Road, London W112DX. 01-727 8070 

Available from Virgin Games Centres 
at the following addresses 




GAMES CENTR 



22 Oiford Stteel 



72 Union Street 



94-96 
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compt, gtfts, etc) 

Zzapl 64, 1 Church Terrace. 
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Newsfield Ltd, 1-2 King Street, 
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• Pages processed in glorious 
technicolour at Scan Studios, 
Wallace Road, London N1 

• Printing of an unimaginable 
number of copies achieved by 
Redwood Web Offset, Yeoman 
Way, Trowbridge, Wiltshire. 
BA140QL 

• Delivery to that newsagent- 
just-round-the-corner-from-you 
organised by: COM AG, Tavis- 
tock Road, West Drayton, 
Middlesex. UB7 7QE 

Now for a really juicy bit of gossip. . . I bet 
you can'l guess where Jeff Minter and his 
cuddly toy camel go every Thursday 
evenmg'bt You can't? OK, I can't either, 
but having got your attention reading this 
otherwise totally tedious pan of the mag- 
azine, can l/ust point out that every bit at 
this month by publication {even this bit righ 
here) is the copyright ol our great and glor- 
ious publishers Newsfield Ltd. So you're 
not allowed to Xerox it crib snippets from it 
or copy H in any other devious wa y you can- 
to think of without our permission. Got it? 

OK. OK so it's not funny - fust you try 
writing these little hddfy bits. . . . 



© 1985 Newsfield Limited 
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chosen rWOgo/d m e^7ga^ s Z7fr ew f ve S°^ a ny 

° ft W*. ma 9- s ° don't panic °" '° r a " these on the last page 

nicest things, mucho gracia S pr^ Pe0ple real, Y <*> say the 
° u '! nthe meantime, whynotZJ,^, baokonther "ag~ 



One man's meat... 

I was a bit disappointed to dis- 
cover this month that our outside 
columnist Jeff Minter doesn't 
actually like Zzap very much I This 
little comment was printed in a 
promotional newsletter which he 
sends out to people on Llama- 
soffs mailing list. Can't be sure, 
but I think his annoyance stems 
from our criticism in issue one of 
his latest game Mama Llama. 

I'd be very interested to hear 
what anyone thinks of that 
review, and of Jeffs newsletter 
comment. No doubt ha would 
too. Why not write either to me at 
the address in Zzap Rap or to Jeff 
at 49 Mount Pleasant, Tadley. 
Hants. 
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Angry Spot 



Wanna know what drives me 
completely and utterlv 
INSANE? ft's people (and mag 
■lines) who shout their heads 
off saying that the Commodore 

OK, so Commodore have 
been behaving these last few I 
months like a bunch of mentally 
deficient ARMADILLOES. intro- 
ducing JUNKY 




Hey, you could win something! 



A lot of people never bother ent- 
ering competitions, thinking that 
they stand only a miniscule 
chance of winning. I reckon they 
should try the following calc- 
ulation. 

This picture shows the res- 
ponse to four of the competitions 
in our first issue — they produced 
a total of just under 7.000 entries. 
That's a lot compared to many 
other mags, and yet you should 
bear in mind that there were over 
200 prizes to be won. 

That means that in a single, typ- 
ical Zzap competition the odds 



against you winning might be 
very roughly 30 to 1 (although 
obviously this varies enormously 
from competition to competition 
— some have fewer, but juicier, 
prizes, some are much more diff- 
icult to enter, so the number of 
entries is considerably smaller.) 
Those odds are actually not that 
bad. For example if you entered 
every Zzap competition for a year 
(a total of maybe 50 compet- 
itions) the chances work out at 
you being an 80 percent favourite 
to win at least one prize! 
Come now, that can't be bad. 



Detective plays detective 



Gary Penn and Julian Rignall 
haven't exactly raved about the 
new Rockford's Riot in their com- 
ments this month, however I note 
that it did succeed in keeping 
them playing in the office until 
5am one night. This led to 
another of those entertaining 
confrontations with police off- 
icers for which this mag is becom- 
ing famous: 

OFFICER; 'What's in that bag?' 
PENN: 'My computer.' 
OFFICER: What ware you doing 
in that office at this time of niaht?' 



PENN: Testing computer games. 
We work for a magazine.' 
OFFICER: 'Got any tips on Sher- 
lock? I'm completely sti 




ZZAP! 64 July 1985 5 





Your letters to us, plus the ed's idiotic replies 



I've been so busy drowning in sacks of mail this month I haven't had time to do any 
work on the mag itself, so goodness knows what those dreadful reviewers have 
been up to. Never mind, you've kept me smiling with your insane scribblings, and 
I'm proud to award another three games from our lucky dip to worthy authors. 

One kind of letter which ISNT going to win any games are those which rant on 
for ages knocking other machines. Had rather a lot of those recently owing to a 
certain letter I printed as a joke last month . . . they do get just a teensy-weensy bit 
boring after a bit, people. Especially as we all KNOW the 64's the greatest. For all 
other types of letter the address to write to is: Chris Anderson. Zzap! 64, 1 Church 
Terrace, Yeovil, Somerset BA20 1HX. 



A snip at £50b 

Dear Earthlings, 

I now have the technology to 
make this offer/threat. After 
months of research I have writ- 
ten the most addictive game 
ever to be beamed down onto 
vour planet earth, rhe genie is 
called Manic Atilla and has 
screaming Psycho vandals 

It is so addictive that anyone 
who sees it will die of starvation 
because they will bee unable to 
take (heir eyes of the screen for 
even 1 nanosecond 

So here is my offer/threat. If 
the Earthlings do not send me 
300 /arcs (equivalent to C60 bil- 
lion) then I will unleash this exp- 
erience on your unsuspecting 
public — the game shall be 
beamed into every software 
outlet in yout area You have 
been warned! 

Yours deviously, 
Scott the skateboarding punk, 
Newton Stewart, Scotland. 
PS This letter will become en- 
gulfed in flames in the next five 
seconds. 

I'm sorry Scon, but the €50 bil 
han we collected lor you was set 
ahciht by your letter. 



Forget fast-loaders 

Dear Zzap! 64 

My pet gerbil's name is Fred. 
He spends half his time sleeping 
and the other half biting my 
finger. 

Seriously though, I have a few 
comments to make on your re- 
views. First, why not include a 
'difficulty' rating? It's useful to 
know what level of skill a game 
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requires. Secondly, why not 
start a 'Playback' section and 
review some of the older 64 
games compared to modern 
releases, eg. Beach Head. (We 
can't let that CRASH crowd 
outdo us!) 

I've had a lot of trouble with 
some of these fast-loading 
games recently. I don't think it's 
just the C2N at fault here as I've 
been to the shop to replace it 
three times! I think it's about 
time that software houses and 
programmers got to hear the 
customer's view on fast-loaders. 
OK, the software houses have to 
protect their games from piracy, 
I accept that. BUT they have no 
right to do this by lowering the 
quality of the games they sell to 
their honest customers. Fast- 
loaders are far more unreliable 
than normal tapes — I have to 
load a Pavloda game two or 
three times before it loads prop- 
erly. Even Commodore and 
Hairy Minter agree! So come on 
software houses, stop fast- 
loaders. 

Thanks for a brill mag. 
Noor Mirza, Streatham, 
London. 

What ? You're telling me that you 
enjoy waiting 20 minutes for a 
game to load?! My own feeling 
is that software houses should 
include two versions on each 
cassette, one with the fast- 
loaders, one without. This 
would allow people with iffy 
cassette players something to 
fall back on, but wouldn't send 
the rest of us to sleep while our 
programs had. 




A 
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Beeb owner 
rave shock . 



Dear Chris, 

t bought your magazine to 
pass the time on a train journey 
I expected a pretty good mag- 
azine. But I was wrong WOW, it 
was sensational. I really enjoyed 
reading it and I expect all 64 
owners will love it 

Ah, you thought I had one. No, 
I own a BBC model B, but after 
seeing vour games I'm thinking 
of changing. Now. to get to the 
point of this letter. I was wonder- 
ing whether you knew any VERY 
good adventure programs for 
the Beeb. If so please could you 
[ell me. Keep up the fandaba- 
douzie work! 
Jonathan Moss. 




ild go ah 
les. Ad 
get just a 
squeezed 
irved Beeb. How- 
kind-hearted L 
have been doino BBC v 





And another thing . . 

Dear Chris, 

How about having a section 
called Zzap! Trap in which you 
examine as many new games as 
is possible oi practical that come 
under a particular heading eg. 
sports simulation, flight simu 
lation, arcadetodventure etc. 
You could put them into order, 
best to worst, slagging off the 
worst ones and praising the best 
ones, generally comparing their 
good and bad points. Maybe 
you could oven make suggest- 
ions as to how future ones could 
bo improved 

A variation on this would be to 
show how the different types of 
games of today have evolved 
and improved from those of the 
early '80s, and again looking 
forward to see what the future 
holds It could be called Zzap! 
Thru Time. 

On the Tips page give a screen 
photograph ol the games being 
given the main tips: il helps the 
people who haven't got the 
game but like to read the hints (I 
know I do) to understand what is 
being said. The same is neces- 
sary on the great ZzapChallenge 
page. 

You stated at the beginning of 
your first issue that your main! 
concern is 64 software, and that 
hardware talk was out. I hope 
this does not include joysticks, 
and that you will include news 
on the latest joysticks available 
in your news flash section. 
Anthony Whyte. Sutton Cold- 
field. West Midlands. 
PS I am still wondering whether 
having both a HookabiHty and 
Lastability mark is really neces- 
sary (PCG made do with Lasting 
Interest), and that (game) cont- 
ents might be a better subject for 
considering 

Hang on. You forgot to com- 
ment on the size of the dots we 
use on our Vs. 



And Atari too . . .! 

It just so happens that I own an 
Atari 400 and not a Commodore 
but I think you'll find that many 
of us will avidly read Zzap! 64 in 
the absence of our own dedic- 
ated mag. Much of what you say 
applies to us anyway. 

Cheers, 
Andy Rice, Fulbourn, Cambs 

Great 1 Join the club. 



A crummy poem 

Dear Sir, 
For ages and ages, 
I read through the pages 
Of the mags for the 64, 
Though sadly, alas. 
They were all full of trash. 
Hints that were such a bore; 
But now at long last 
All that's in the past, 
Now that I've purchased Zzap! 

64! 

Kevin Wilkinson, Sheffield 

A lucky dip LETTER-BOMB for 
the next bad bit of 'poetry' we 
receive 



. . . and big bad family trubble 

Dear Chris. 

Congratulations to Zzap! 64. It's just what I needed because: - 

I'm a Mother with two horrid boys. 
(No. they're not always our pride and joys) 
When I'm on a screen where no-one has been, 
I'm pushed off and told 'Don't be mean.' 

This may come as quite a surprise. 
(And I promise I'm telling no lies!) 
That I'm zapping all day till the light fades away 
So I'll still stay the best come what may. 

I get good hi-scores and I beat THEM by far. 
But they turn on me shouting. 'Hah I Hah!' 
'Just wait for a while.' they sneer with a smi 
'And we'll prove we're the best by a mile.' 

I must not buy too many games, 
Or my husband will call me rude names. 
But now that I've ordered your Zzap I 64 
There's nothing can stop me — IT'S WAR! I ' 
Beryl Waters, Solihull, West Midlands. 

/ reckon that's worth the tape I promised for the most harressed 
Mum. Nice one. Beryl. 




It's big bad parent trubble . . . 



Dear Zzap! 64 

I write to you concerning your 
'Mother Trubble' item. Spurred 
on by the reward for the 'most 
touching tale of maternal per- 
secution'. I will now tell my tale 
of woe. 

It concerns not my Mother, 
but my Father. I was playing 
'Impossible Mission' and by my 
standards was doing very well. I 
had all 36 code pieces and 
already completed 3 letters of 
the pass word. 

Feverish with anticipation, I 
searched for the next 'punched 
card' when Zzap! (sorry) . . -My 
Dad TURNED IT OFFI 

This did not go down too well 
with me, as I had never been 
anywhere near completing the 
game before. 

Robert Cerdran. Colchester. 
Essex. 

PS The mag is great and I am 
giving up buying C&VG to sub- 
scribe to you! 



0 Great master Chris, 

I beg of you, please spare a 
moment of your important time, 
to help me in my desperate 
plight. I have the worst kind of 
Mother Trubble imaginable: Not 
only does she turn off my 64 
when I am playing my games in 
her bedroom, I cannot get a 
game in edgeways. If that isn't 
bad enough, she can beat me on 
every game I own! 

Please Masterful Master, send 
me a new game, with a letter 
forbidding her to play it and I will 
be your everlasting servant. 

Yours desperately, 
Martin Haynes, Bude, Cornwall. 

NOWAY creepie-knicks!! 



Well Hi! 

Here was I with supposed 
chicken pox. Then my sister ret- 
urned with Zzap! 64 and a bunch 
of grapes. 

My first impression was 'What 
a daft name for a computer mag- 
azine, Nnap! 64' (Joke!!) But 
WOW, all the reviews!! 

I flicked through the pages 
with great interest and glanced 
at the ratings. What surprised 
me was the bulkiness of Zzap! 
64, unlike other 64 mags. 

Anyway my boyfriend came 
and was (being a Vic 20 owner) 
duly impressed and kept rabbit- 
ing on about getting a copy of 
Zzap! 64. Then I had to read it. 
well flick through it again while 
Nick (that's his name) gave off 
comments like. 'Brill, no Amst- 



rads. Elite for the 64, must get 
that when I get my 64.' 

'Is Chris Anderson that 
young?' I asked. 

Then I found my eleven year 
old sister reading Zzap! 64. The 
last time she read something 
was ... I can't remember, 
maybe she's never read any- 
thing else. 

The mention of mother 
trubble, Huh! Yesterday ol' Dad, 
who rates computers as much 
as he rates ringworm or potato 
blight (he's a farmer} spent yest- 
erday trying to jump off ropes in 
Quo Vadis. I didn't get a look in. 

But the mag isgreat. almost as 
great as the computer page I 
write for the school mag. 
Sarah Teasdale (Miss) (13 yrs), 
Doncaster, S Yorfcs. 
PS I only have one sister, thank 
God. 

PPS Is there anyone else who 
hasn't mastered Impossible 
Mission? 

C Funny you should ask . . . 



The lights were low. The moon 
shone down onto my joystick as 
I was searching for the last puz- 
zle piece to complete Impossible 
Mission. People everywhere in 
the World were relying on me to 
save them from the evil mind of 
Elvin. Aha! I've found it! Now 
I've completed the puzzle, all 
that remains to be done is to find 
the control room. 

I was lucky, it was two rooms 
away. I was just about to enter 
the control room thus saving the 
terrified world when a head 
peered round the door and said 
'Jamie! How many times have I 
told you to hang up your coat up 
when you come in. DO IT NOW, 
BOYI* 

Oh no! Only a minute to go in 
the game as well! I went down- 
stairs to do my job. I rushed up- 
stairs, only to find the computer 

laughing at me The world 

was doomed. I could sense 
screams of fear from all sorts of 
different countries. The destruc- 
tion of the world had begun. 
Why, oh why did my mother 
have to do this to our planet? I 
was very, very sad. 
Jamie Phillips, Gosforth, New- 
castle upon Tyne. 





We're the Vic 
Busters! 

Both my colleagues and I would 
be extremely pleased if you 
would become an honorary 
member of the Vic Busters. 
Please find the enclosed badge 
as a gift to show your memt 
ship To be a Vic Buster all 
to do is follow the 
le rules: 

Upon seeing a Vtc 
attempt to use it a; 
imp on it). Wf 
you 
and th< 
out the window. 
2. Upon seeing a Vic 20 user 
must talk in a loud voice to vi 
friend about Vic 20 graphi 
(how terrible they are), Vic 
sound (Spectrum sounds 
man this) and Vic 20 memory 
(the slight lack of it). 

hope you will wear the 
times. 






OK Jamie, you win the promised 
Mother Trubble cassette. I mean 
sacrificing earth was just too evil 
of her. I reach into the sack and 
come up with . . . Gribbly's Day 
Out! Don't let Mum at it. 



Saying it right 

Dear Zzap, 

Congratulations on a great 
mag. I think the whole layout 
just brilliant, But here's a few 
ideas. 

Can we have more reviewers 
please— just three isn't enough. 



Instead of selling software in 
Zzap (how do you pronounce 
that word anyway?) why not sell 
merchandise of the software 
houses? For instance badges, 
stickers, posters, etc. It's good 
advertising for the companies 
concerned and you could make 
a few quid too. 

Instead of having the Minter 
column why not call it Program- 
mers' Forum. And different pro- 
grammers could air their views 
on subjects they find should or 
shouldn't be in the computer 
industry. 

Matthew Summerson, Tedding- 
ton.Middx. 

Hmmmmmm, not too sure that 
would work — most program 
mers can't write for toffee — at 
least not words, only programs. 
As for having more reviewers — 
that's absolutely out of the ques- 
tion. The three I've got give far 
too much trouble as it is. The 
pronunciation of Zzap? — well, I 
think the following letter may 
give you the right idea. 

Dear Ed! 

ZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ 

(no I'm not asleep!) zzzzzzzzzzzz- 

ZZ7.7ZZZZZZZZZZZZZZZZ2ZZZZZZZZZZZ2- 

zzzzz (boy, my arm's getting 
sleepy) zzzzzzzzzzzzzzzzzzzzzAP\ ! 
! ! (What else can you say?) 

Yours Zzapfulry, 
K Yamin, Croydon, Surrey. 

That's exactly it. To get the name 
fight, you have to start quietly 
and work up to a kind of cres- 
cendo. Makes your newsagent's 
hair stand on end. 
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Free Micronet pfuq 

Sir, K * 

Loved ihe first issue, looks like 
you 've goi you' self a winner. 

Especially good to see Jeff 
Minler writing a column for you 
as he's not scared to say what 
thinks. 

Jeffs right about the 
utors and his solutions 
sense. However. Jeff and many 
other software houses have 
found out the benefits of distrib- 
uting their software houses elec- 
tronically via Micronet or even 
Compunet (there I mentioned 
the competition). 

For the price of a cassette, 
software houses can sell their 
products to thousands of buy- 
ers, and our members benefit 
from getting software at dis- 
count prices. 

Keep up the good work. 
Phil Godsell, Micronet 800, 
London 




I read your review of Super Huey 
with interest, having bought the 
program two weeks before your 
magazine. In first playing the 
game I regarded it with the same 
enthusiasm as your test team: 
great 'chokka-chokka' sound 
effects, suitably cluttered con- 
trol panel (I'm fond of flight 
simulators), good 3D ground eff- 
ects, etc. But after a while, I came 
down to earth, so to speak. Of 
the four scenarios, two (Solo 
Flight, Exploration) soon be- 
came boring and Combat gets 
frustrating when you have been 
shot down at random for the nth 
time as soon as an enemy heli- 
copter has appeared. But it is the 
Rescue scenario that is the most 
puzzling, as it seems to be im- 
possible to complete! 

The way it seems to work is 
this: if you fly above 120ft you 
will always crash attempting to 
land, but if you fly at less than 
120ft then you can't get through 
the mountains. There are a few 



A pompous gentleman writes 



Dear Mr Anderson, 

It is with great displeasure that 
I am forced into writing to you. 

When I had heard the whis 
pers that abounded before the 
arrival of Zzapl 64 I was quite 
eager to intercepts copy as soon 
as my newsagent obtained his 
set amount. When the moment 
finally arrived I immediately pur- 
chased the nearest copy and 
proceeded to fltck through the 
pages of this 'revolutionary' 
magazine What I found, how 
ever, was an extremely poor, 
excuse me . WOW. Dad's 
writing to Zzapl Cor look what 
he's sayin', Dave, he's say in it's 
rubbish! Well, it's ace, mega 
fab, zipping . oops' he s com- 
ing back ... I do beg your 
pardon, one of the public serv- 
ants had a slight query over the 
milk payments. I will continue. 
Zzapl 64 is an example of a very 
poorly designed games mag 
azine which has none of the int- 
eresting, stimulating projects 
such as putting the computer in 
control over the cat flap thai I 
expected This is most disep 
pointing {RING — RING} ... 
There, he's on the phone. Well I 
wanted to write to you. but I 
can't spel Anyway, Zaps really 
ace yknow, all the detailed rev- 
iews etc and all my mates luv it 
Thank 'eaven there's no type in 
listings cos they're •*!%• and 
never work and I really think 
that this mag'll work cos its got 
all right stuff in it and not piffle 
like another mag i know with 4 



8 ZZAP! 64 July 1985 




words in its titles that lives at a 
place called Priory Court wher- 
ever that is, anyway I was say 

Thank you for your patience, it 
is well appreciated and will not 
be abused. A further complaint 
is that there are no 'type-in' list- 
ings. Although as you have 
stated they do not sometimes 
work, it is a great challenge to 
get them to work and very educ- 
ational — excuse me again, my 
copies of the Guardian. Tele- 
graph and Financial Times have 
just arrived. 

I hope you will take my critic- 
isms to heart and perhaps take a 
leaf out of such excellent mag- 
azines as 'Electronics and 
Computing', 'Computer and 
Video Games' and 'Readers 
Digest'. This would be greatly 
appreciated and would certainly 
improve your production no 
end. 

Mr Philip Knee, Bofton. 

Dear Mr Knee /eric, larn delight- 
ed to discover your enlightened 
and sober reading habits. May I 
also recommend the British 
Medical Journal, the Yeovil Tele- 
phone directory and Commo- 
dore User. Sample copies encl- 
osed Also a piece of software 
for that pesky son of yours to 
stop him messing around with 
your type-writer 



other points, why does the DST 
command (distance from take 
off point) act so erratically? And 
why can you never drop a hom- 
ing beacon? Is it me, or is the 
program flawed? Oh well, it's 
back to Combat Lynx. Much 
more dependable than those 

American machines 

Giles Collinge, Hebdon Bridge. 
W Yorks 

The guys here are most puzzled 
by your letter. They tell me the 
secret on combat is to KEEP 
LOW. Provided you have a nifty 
trigger finger, you should be 
able to shoot down lots of 
enemy helicopters. Failing that 
you could try the homing miss- 
iles. Admittedly the guys 
haven't yet completed the 
rescue mission, partly because 
our copy has been nicked by one 
of those greedy reviewers on 
our sister magazine CRASH. 
What we'll do is print some 
detailed tips on Super Huey as 
soon as possible. Well, as soon 
as we get the tape back. We're 
still firmly of the opinion it's a 
better helicopter simulator than 
Combat Lynx. 




I own a Spectrum 

Dear Zzap' 64, 

Short but sweet Great mag- 
azine but avoid wasting space 
by insulting Spectrum owners 
— remember what CRASH 
does? — and use it to good use 
On the reviews side — good rev- 
iews but bad layout — keep the 
pictures straight, could you. in- 
stead of having them across the 
page Also the rating system — 
very good but the bar values do 
not really do anything and waste 
space. A bit more colour in the 
pictures would also help as well 
as more clarity tn the black and 
whrte pictures. (Follow CRASH'S 
tactics of using a Cub monitor 
etc) as many pictures are dark or 
blurred. Please use proper car 
toon style speech bubbles as 
well — it would make the overall 
appearance neater and Basily 
readable. 

A Spectrum/64 owner. Stephen 
A Graham. Carlisle. Cumbria. 

Piccies in issue one were indeed 
pretty crummy, having been 
taken off a TV, owing to slight 
initial shortage of equipment. 
Hopefully you agree they 're now 
pretty good, being snapped oil a 
Commodore monitor As for 
your first point, you must by 
now realise that I wouldn't 
dream ol printing any more anti 
Spectrum material. 



Ktf^Rockford 

There is one unfortunate small 
bug (literally) in your excellent 
mag, your friend but certainly 
not mine — Rockford. I am fed 
up\pf turning each wonder full 
pag>Nio see (usually), annoying- 
ly, Roakford making some un- 
wanted/^asted comment — he 
gets on r*fy nerves. Whatever he 
says is totally irrelevant to me 
Why pol/ute your amazing mag 
with sGfch an idiotic insect. Get 
rid o^hirnNnow. If you can't, or 
wo/T, thenH.will. Tell Rockford, 
if/ie doesn't^Qrawl back under 
y\e rock he came^fVom I'll hit him 
larder than any fir&fjy ever has. 

Yours angrily, ■ 
Richard fcugley, Pentrych. Nr 
Cardiff. P , ^-1 



hsi ^uyicT. rein 



a. 



i .£ r use 

EVEN POK T»-IS 



PS If you print my letter I'm sure 
my anger would be soothed to a 
certain extent. 

/ dunno if it will when you see 
what Rockiord's doing to your 
letter 



Buying from source 

One thing that really lets me 
down about computer mags is 
that they are always printing a 
load of stuff and nonsense about 
software piracy. If you are really 
bothered about whether the 
game you buy is the original 
then the answer is pretty simple 
— buy mail order. 

All you have to do is read 
Zzapl 64 and when you find a 
game which Zzap say is ace you 
think 'Yeah, I'll get that', and 
then you send off to the 
company. 

Companies can make a profit 
out of this as well. Interceptor 
Software have a really mega 
club which is totally free to join, 
and then flog their games off at 
amazingly cheap prices even 
their newer ones. If everyone did 
this then we would all be hap- 
pier, wouldn't we? You could of 
course send off to Zzap! 64 to 
buy the games, but can CA and 
his ageing team be trusted? 
Robert Ireland, Prestatyn, 
Clwyd. 

No. Bui then we don't send out 
the tapes. The lovely, trustable, 
Carol Kinsey does. 
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Elite -the ultimate, award-winning space 
challenge. 

Once the privilege of BBC and Electron 
owners, Elite now takes a giant leap forward - 
onto the COMMODORE 64. (There'll be 
versions for the 48K Spectrum and Amstrad 
soon). 



OUT IN DEEP SPACE, 



THESE REVIEWERS FACED 



THEIR TOUGHEST TEST 



• 



Already tested by the intrepid explorers of 
the Commodore press, here - breathlessly - 
are just a few words from their advance battle 
reports. 

"The Final Frontier?" 

(Mega Game, Your 64, June 1985). 

"My favourite... as absorbing and 
challenging as the original. " 

(Commodore Horizons, June 1985). 

"To explain every element of Elite would 
take a book. . .you'll run out of energy long 
before Elite runs out of things to show you." 

(Commodore Computing International, 

June 1985). 

"A brilliant game of blasting and trading . . . 
truly a mega-game , the game of a lifetime." 

(Gold Medal Award, Zzap!64, May 1985). 




V 



FIREBIRD SOFTWARE WELLINGTON HOUSE 
UPPER ST MARTIN'S LANE LONDON WC2H 9DL 




My adventurous 
budgie 

Dear Chris. 

On reading your few para- 
graphs in Zzap! 64 entitled 'The 
Zzingiest Letters page in town', I 
saw the word 'guinea pig'. Now I 
who in their right mind would 
write to a top computer mag- 
azine about their pet guinea pig? 

This brought me to think 
about my pet budgie who is 
called Bibo. Well, about one and 
a half years ago I taught him to 
speak. Now, me being interest- 
ed in adventure games told him 
adventure talk, eg. N,S,E,W, kill, 
pickup, go to, etc.. 

One day when I was playing 
Twin kingdom Valley I came 
across an enemy. Me, being an 
inexperienced adventurer then 
didn't know what to do. Whether 
to go back or to stand and fight 
him. Then Bibo went and 
squawked 'Kill', so I stood my 
ground and killed him. What pot 
luck. I searched him and found 
money and food. That day he 
got extra millet. 

Now I have been teaching him 
lots of adventure talk, and now 
when I've finished loading an 
adventure in all I can hear are 
'pick up. open, get.' etc, all com- 
ing from Bibo. It-is all so loud 
that I have to turn the computer 
off and reach for the asprins. 
Now I can only play it when I'm 
alone in the house. 
Martin Witherden. Pinner, 
Middx. 

PS Please, please, please could 
you send me a box of asprins as I 
am running short. 

Hmmmm . . . Gary reckons you 
should buy some, er, platform 
training shoes. Well, HE thought 
it was funny. 



out politics 

With Raid over Moscow why do 
you have to say whether people 
will find the theme to their 
liking? The graphics are excel- 
lent and so is the gameplay, so 
please review the game and 
don't bring personal feelings 
into it as there are other games 
like that one. Battle for Nor- 
mandy was reviewed in this 
issue but nothing was mention- 
ed about whether people will 
like fighting the Germans. 
Unsigned, Newton Abbot, 
Devon. 

/ disagree. The ideas conveyed 
by some games are important 
and controversial. It would be a 
bad mistake to completely ig- 
nore these in a review. 
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Corny name! 

I would like to give my views on 
Zzap! First things first. The mag 
azine is brilliant, it looks set to 
become one of the best 64 mags 
ever. 

What I don't like about the 
magazine is the name, Zzap 1 
How completely corny and un- 
original. I think you could have 
done better. 

James Hepworth. Chelmsford, 
Essex. 

Unoriginal?'? How many other 
names have 



Review Cad Cam 

Dear Zzap 1 64 

I got hold ol your fabulous 
magazine last Wednesday and 
have just finished reading it. It is 
quite frankly the best mag in the 
newsagents, the reviews are 
great and so are the game tac- 
tics, in fact its got everything a 
person with taste could want 
(someone with a 64) 

But instead ol grovelltng in 
this letter I really wrote to ask 
you if you could review Cud Cam 
Warrior because • have heard it 
was good, but I wanted an opin- 
ion from professional reviewers 
Trevor Poulter. Hook, Hants. 

It's not new enough for a full 
review, but we love it With 8, 000 
screens, there's an awful lol of 
game there. 



High score copy? 

Dear Ed, 

I see in your editorial that 
you're going to introduce a high- 
score table and feature play- 
offs. (Naughty, naughty — 
we've seen that before some- 
where, haven't we? 

I hope you're not going to 
waste too much space on that, 
better still don't bother. There's 
nothing more demoralising than 
having spent hours of sweat and 
toil saving the universe or akin 
task and running up what you 
think is a monumentous score 
(together with a very irate wife 
because she missed her favour- 
ite TV programmes) to see some 
creep has scored twice as much 
and then several pages on how 
easy he found it! 

Great mag — shame about the 
name. 

P F Barrett, Axminster, Devon. 

The history of high score feat- 
ures is an interesting one. 
Computer and Video Games, 
back in the mists of time, started 
things off with their Hall of 
Fame, basically a collection of 
(claimed) high scores on a small 
number of selected games. 



Personal Computer Games (the 
mag a couple of us used to work 
for) took things an important 
stage further by staging a 
monthly playoff between high- 
score claimants to help siphon 
out cheat entries. With the 
launch of Zzap and death of 
PCG, I felt a bit more spice still 
could be added by having the 
playoff between a reader and 
one of the magazine team. 
Meanwhile the existing PCG 
idea of a challenge between two 
readers was copied (along with 
various other PCG features/ by 
Your 64. 

We may have a strange name, 
but our ideas are our own. 



Where's Star Wars? 

Dear Zzap 1 64, 

I'm writing to ask if there are 
any versions of the arcade 
machine Star Wars available for 
our machine, and if so. which is 
the best? 

The Spectrum has a superb 
game, 3D Starstrike. and I 
wonder if a conversion of this is 
likely? 



4 

Bungeling 
by Ariolasoft 

Dear Ed, 

Recently, I bought a copy of 
Raid on Bungeling Bay. The 
game itself is excellent, but in 
the instructions it says that there 
is a victory parade and news- 
paper headline, There isn't. Is 
this a bug in my copy, or a mis- 
print in the instructions? 
Peter Brady, Cabra, Dublin 7 

We too were annoyed when we 
couldn't track those down 
Maybe they're on the disk vers- 
ion only, and Ariolasoft forgot to 




I know of Elite and Sentinel, 
two 3D space games (and the 
mega- superb Stel/ar-7; similar 
to Battlezone), but none of these 
is too similar to Star Wars. Are 
there any other good 3D space 
shoot'Outs available? 
Lee Uren, Swindon. Wiltshire. 

Parker Bros excellent Star Wars 
cartridge (at €24.95} might still 
be around if you're lucky, other- 
wise you'll just have to watch 
this space. 
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When you are looking for the best games in town look no 
further than Software City. 

Even if you arejust browsing we'll be happy to show you 

the selection of great games we have to offer. 

We stock software for Spectrum, Commodore 64, Atari, 

BBC Electron, Amstrad, MSX, Apple and IBM machines, 

or we will order if you cannot find the program on the 

shelf. 




THE UK'S NO.l SOFTWARE DEALER LIMITED 

382 Kings Road Chelsea SW3 01 352 9220 
14 Thames Street Kingston-on-Thames Surrey 01 541 4911 
47 Cheap Street Newbury Berkshire 0635 316% 



Clumsy, opinionated super-hack EDWARD BANGER bungle: 
games scene's hottest news and juiciest gossip. 



Frankie 

goes computer 

Those new-fangled Liverpudlian 
pop stars who've risen up the hit 
parade are now releasing a com- 
puter game with the help of 
Ocean. It's called, surprisingly, 
Frankie goes to Hollywood, and I 
still haven't managed to work 
out which one of them is 
Frankie. 




The game is being program- 
med by those clever former 
Imagine people at Denton Des- 
igns, who also did Shadowfire. 
You can expect another strange 
scenario, and I have little doubt I 
won't get past the opening 
screen. I satisfied myself with 
snatching this sneak screen- 
shot from an early copy of the 
game. Why can't someone do 
'Jim Reeves goes to Nashville'? 




Archer Maclean 
a star is born 



Watched the lads drooling over 
Dropzone this month — a dis- 
tasteful experience, I can tell 
you. Since the game came to 
them from US Gold, they act- 
ually thought it was American, 
so I thought I'd impress them by 
tracking down the programmer 
who I happened to know was . . . 
British. This could explain why 
US Gold have put out this one 
under the label UK Gold. 

The program author, Archer 
Maclean, naturally agreed to 
give the Banger a sizzling hot, 
world exclusive, face-to-face 
interview and explain to me how 
he came to write the game 
which is clearly going to make 
him and US Gold a lot of money. 

Dropzone was conceived on 
his Atari 800 back in July last 
year. Astonishingly, despite the 
fact that he'd been program- 
ming since the late 70s, he had 
never actually had a game rel- 
eased — much of his time had 
gone into programming 'brill- 
iant' Atari versions of Defender 
and Stargate which for legal 
reasons never saw the light of 
day. The Atari Dropzone, based 
to some extent around these 
earlier games, took four and a 
half months of intensive 18 
hours a day programming. 

'When I showed it around and 
said I was going to convert it to 



Take a careful look at this 
picture, because it's an 
exclusive, a first, a nap, a 

scoop — get the idea ? 
Basically this is the world's 
first look at Alligata's new 
number Match Fishing with 
Jack Charlton asdescribedin 
this column last month. Very 
pretty it looks too. Especially 
in colour. 




the 64, everybody laughed,' 
says Archer.They said: You just 
can't do that sort of thing on the 
641. Well that spurred me on fur- 
ther, so I went out and bought a 
64 and converted Dropzone in 
just eight weeks.' 

Archer Maclean is 23 years 
old, rather tall, based in Cam- 
bridge, dislikes Minter games, 
eats nearly anything (but can't 
stand Pot Noodles) and pursues 
many sports such as hang glid- 
ing, squash and water skiing. He 
also loves driving at very high 
speeds and playing arcade 
games written by Eugene Jarvis 
{Defender, Robotron and Joust.) 

He's now starting work on 
Dropzone 2 and spent a good 
deal of time talking to the lads 
here about what might or might 
not be included in it. Stand by 
for, at the very least, another 
ultra-hectic shoot-em-up with 
far more species of alien. 



The re/ease date will 
coincide with the opening of 
the coarse fishing season, 
June 16th, which means that 
the boys hope to tell you all 
about it next month. 



Herbert is a wally 

Remember the little horror, the 
uncontrollable baby Herbert from 
Mikro-Gen's Everyones a Wally' 
Well, old Ed can toll you that hot 
on the heels ot that impossibly 
difficult (I speak (or myself) rel- 
ease comes Herbert starnng solo 
in his own game. 

Herbert's Dummy Hun, to be re- 
viewed noxt issue, features sim- 
ilar sort of gameplay to Its pie- 
decessois but includes a lot more 
mint arcade-style games like 
Breakout and Space Invaders- 
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This tape 
costs peanuts 

Mastertronic and KP (that's the 
crisp tot) have got together for a 
new game/megamarketing 
plan. The game features the star 
of that KP Skips advert character 
Clumsy Colin. 

Mastertronic have had a pro- 
gram written round him, which 
they'll be selling at their usual 
cheapo price of C1.99. The big 
bonus for them is that the game 
will be promoted on rather a 
large number of KP Skips pack, 
ets — 12.000,000, in fact. Not a 
bad little advertising stunt I'm a- 
thinking. 

Incidentally. I hear this very 
journal has also got in on the act, 
with an exclusive competition 
centred around the game. Come 
next issue you'll have the 
chance of winning a disk drive or 
one of 10 crates of KP Skips. Ser- 
iously. The big bonus is that the 
Zzap competition will be pro- 
moted on rather a large number 
of Mastertronic games . . . 
Betcha can't wait. 



es his way through the 64 



Rain won't stop play 

After all these American sports 
simulations, here comes a jolly 
British one. Graham Gooch's 
Test Cricket is being launched by 
Audiogenic who say the game 
features graphics of similar 
appearance and quality to Com- 
modore's International Soccer. 
You're given control over bat- 
ting or bowling (but not field- 
ing). And it includes teams made 
up of famous players, each with 
their own characteristics — if 
you put old Goochie on to 
BOWL, expect him to be hit out 
of the ground, he's as bad as I 
am. 



Price wars, 
round 2 

I predict an imminent new joint 
release from US Gold and 
Audiogenic called 'Price Wars'. 
The two companies have been 
preparing the way by tearing at 
each other's throats over ihe 
marketing of the latest Cosmi 
games Super Huey and Richard 
Petty's Talladega, to which they 
both have (he rights. 

First, as I told you last month. 
Audiogenic undercut US Gold's 
price on Super Huey by C3, forc- 
ing US Gold to follow suit so that 
both companies are now selling 
it for C8.95. Now US Gold have 
done the dirty on Audiogenic 
selling Talladega for £6.95, two 
quid less than Audiogenic's 
price. What happened? You 
guessed. Audiogenic have 
dropped their price to match. 

Al this rate these two comp- 
anies are going to be undercut- 
ting Mastertronic before long. 
Well, Ed Banger, for one, isn't 
complaining. 



Remember 
the Falklands? 

Antrog have a new release this 
month, Jump Jet. Written by a 
lulry qualified Harrier Jump Jei 
pilot the game claims to give you 
the realism and excitement of fry- 
ing a proper Harrier. 

The program lets you practise 
take-offs, frying and landings 
before entering into a fully- 
fledged seek-and-destroy mis- 
sion. There are four skill levels, 
reflecting the ranks of the RAF. 



Jonah 

Barrington's legs 

I bet you've been wondering 
why Jonah Barrington looks so 
worried on the New Generation 
ad for his Squash game? 

Well, pin back your ears be- 
cause old Ed's got the lowdown. 
In order to take that multi- 
exposure photograph, Jonah 
had to take his life into his hands 
and charge full speed across a 
court in pitch darkness except 
for the light from a stroboscope. 
Poor old Jonah was scared stiff 
that he was going to fall and 
break his legs, and who 
wouldn't be? 

Never mind, Jonah, everyone 
knows that your legs are insured 
lor a lot of money! 



StreetHawk and 
Daley ride again 

Simultaneous with the release ol 
Frankre (see elsewhere on this 
page}. Ocean are also releasing 
the official StreetHawk game and 
the follow up to the controversial, 
but top-selling Daley Thompsons 
Decathlon. 

StreetHawk puts you in control 
of the megamotorbike of the 
same name and Daley Thomp- 
son's Supertest gives you a var- 
iety of sports to tackle including 
tug of war, ski Jumping and 




When wandering about the grounds of Melbourne House the 
other day I was horrified to hear unearthly screams and wash- 
ings from within. On closer inspection I saw that the staff were 
all crowded about a computer. 

I couldn't understand what all the fuss was about until I was 
invited to see for myself the company's amazing new game. It's 
called Way of the Exploding Fist and is a martial arts game based, 
so I'm told, on the highly popular arcade game Karate Champ. 

After popping down to the local arcade to compare the two I 
have come to the conclusion that Melbourne House's offering is 
even better than the arcade gamel 

There are a full 18 movements available so you can really chop, 
hack and kick your opponent to death, whether he happens to be 
the computer or another player. 

The graphics made even my world-weary eyes pop out, alleg- 
edly over 600 sprites being used to make the animation as 
smooth and as realistic as possible. I'm now looking forward to 
see the review in next month's issue. 



BRUNO'S BOXING BONANZA 





Elite's new game promises the 
thrills and spills of the boxing 
ring. FRANK BRUNO'S BOXING 
puts you in the gloves of this top 
British heavyweight. Seven 
opponents from different coun- 
tries stand between you and the 
world champion. You have to 
fight these toughles to be able to 
challenge the champion of the 



world, who, as usual, is 
American. 

The game is described by Elite 
as a 'light-hearted' boxing simu- 
lation which can allow people to 
learn something of the stamina 
and courage' of boxers. Sounds 
like it could be a real knockout 
hit. Geddrt . . . ? Knockout ... hit 
...boxing...? What a wtt 



And YOU 
thought vector 
graphics were SLOW 

You may or may not have seen 
Encounter, a game which feat- 
ures highly original, fast- 
moving 3D graphics and has 
picked up something of a cult 
following among shoot-em up 
connoisseurs. Well, pin your 
ears back because Novagen, the 
people behind Encounter (and 
also behind that hugely popular 
fast-loader Novaload), are now 
releasing a new game which, 
like its predecessor has been 
months in development. 

Mercenary is also 3D and is: 
also a shoot-em-up, but thisj 
time there are vector graphics.! 
Er, I think that means the kind in, 
which objects are depicted in ai 
kind of wireframe outline, as in,| 
say. Stellar 7 or Elite. 

Novagen told me that these, 
are in the fact the FASTEST vec-j 
tor graphics ever seen on the 64 
oh dear, sounds like another! 
game I won't be able to play.; 
Stellar 7 is too fast for me byi 
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Earth-shaking new game.. 





m 



Details have been filtering 
through to me of the new game 
coming out from Beyond on the 
Monolith label. Quake Minus 
One. Quite a scenario, to this 
one. 

It's the late 1980's and on the 
Atlantic seabed lies Titan, an 
automatic robot -control led 
power station. Situated on a 
thin section of the Earth's crust 
it draws power from the magna 
flows beneath the surface. 

So far so good, but , . . the 
Robot Liberation Front have 
invaded and have interfered 
with the earthquake -dampen- 
ing computer which controls 
the whole complex. They de- 
mand equal rights to robots or 
they will interfere with the 
Quake mode on the computer 
causing massive tidal waves 
along the whole of both the 
European and American Atlant- 
ic seaboards. You take control 



the day before the quake is due 
to occur, hence the game title. 

Listening to the tone of that. I 
wasn't surprised to learn that 
one of the game's programmers 
is Mike Singleton, author of The 
Lords of Midnight, who special- 
ises in developing new game 
types. This one is described as 
— 'icon-driven arcade/ 
strategy'. Er, I think icon-driven 
means that there are no words 
involved, just select the actions 
from pictures. But there are also, 
landscape graphics similar to 
Lords of Midnight, except . . ,| 
they move. Fast. I've seen them 
There are in all some 6000 
moving ocean bed locations, so 
I guess this is another of those 
games the Banger won't be able 
to play at all. 

Quake Minus One is out at the 
end of June and will sell for 
£9.95. 




Commodore 

to serve up an ace? 

The follow-up to International 
Soccerand International Basket- 
ball has been revealed. Stand by 
for . . . International Tennis. 

Written by Andrew Spencer, 
author of the other two hit prog- 
rams, it will offer a new appr- 
oach to tennis instead of the 
normal view-from-the-base-line 
like Matchpoint and On Court 
Tennis. Instead the game will be 
a viewed across the court and 
will scroll from side to side with 
the ball. 

The game characters will be 
similar graphically to Spencer's 
earlier games, only this time 
they'll be in the traditional white 
tennis garb. Lefs hope they 
don't behave like that horrible 
Yank John McEnroe. 
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US Gold 
go for a duck 



Hooray, US Gold have wrangled 
the rights to my favoui 
Disney characters 

Yes people, you'll 
seeing MicKe y Mouse and Doni 
Duck coming to your screens in 
full technicolour. Winnie the 
Pooh and Pluto will be following 
In their footsteps An these char- 
acters have had programs writ- 
ten around them in the US and 
are to be released over here on a 
new US Gold label called 'Kids'. 

And that's not alt Later on in 
the year there will be official 
computer game versions of the 
new Waft Disney films Return to 
Or and The Black Cauldron. 
ThereH also be a game of my all- 
time favourite films. Jungle Book. 



VIEW TO A KILL 

Bob Wade takes a sneak preview at the new 
James Bond game on which Domark hope to 
make a killing 



007 



Bond is back and facing his toughest 
challenge yet — on the 641 The game is 
based on the film released this summer 
and sticks quite closely to the story line. 

My preview was at the London off- 
ices of Domark (previous release 
Eureka), the company behind the 
game, where amidst the pre-release 
chaos they had time to show me how 
progress was coming along. They were 
still compiling the various sections of 
the program, which is no easy task 
-since it features three completely diff- 
erent games, speech synthesis, two 
theme tunes and of course a save- the- 
wo rld-from-s-mad-mega lomanl ac 
plot. 

The megalomaniac in question is the 
evil Max Zorin and he's got a nasty 
female sidekick by the name of May 
Day. Zorin wants to corner the world 
market in silicon chips and has a crazy 
scheme to blow Silicon Valley in Calif- 
ornia into the Pacific Ocean, leaving 
him as the sole supplier. As you've 
probably guessed it's Bond's job to 
stop it happening. 

The game action starts with the 
sequence from the film where Bond 
appears reflected in an eye, walks to 
the middle of the screen and shoots 
towards you. This is accompanied by 
the Bond theme tune (you remember: 
doing diddle-da-da dum-dum-dum, etc 
. . . /. When the eye has turned red with 
blood and wobbled away, the music 
changes to the Duran Quran theme 
from View to a Kill and the credits scroll 
by. 

The music was converted to the 64 
by Tony Crowther and is excellently 
done using all three channels to the 
full. The speech hadn't been finished 
when I saw the game, but you can ex- 
pect it to say things like 'My name is 
Bond, James Bond', 'You've failed 
Bond 1 , Well done Bond, and even 
'Damn ill' when he makes a mistake. 

Each of the three games fills the 
memory and so have to be loaded sep- 
arately, but it means you're getting 
three games for iust £10.99. Here's 
what happens in each. 

GAME ONE 

This is set in Paris where Bond has 
chased Zorin's female accomplice up 
the Eiffel Tower where she lumps and 
floats off on a parachute. Bond borrows 
a car and gives chase. 

This is where you come in and are 
presented with a split screen view of 
Paris. On the bottom is a plan view 
from high in the air showing you the 
area around you, your car, one way 
streets, the parachute and a number of 
landing points. Your aim is to get to the 
landing point before the baddie. 

You are faced by lots of problems like 
damage to your car from collisions, the 
Gendarmes chasing you for going the 
wrong way up one-way streets and the 
parachute constantly changing course. 
Whether you get to the point or not you 
are given a code jo enter the next sec- 
tion of the game. 




GAME TWO 

The second game takes place after 
Bond and his female friend Stacey 
have been captured. They've been 
trapped in a lift in a burning hotel and 
whilst Bond has managed to escape he 
still has to rescue Stacey and get out of 
the hotel. 

The bottom of the display shows the 
hotel with the rooms on fire, where you 
are and where you've been. The top of 
the screen shows the rooms and con- 
tents in 3D with Bond in his customary 
evening suit. To get out you have to 
explore the hotel using the masses of 
objects that are lying around. 

The puzzle/adventure element is 
controlled via the joystick and allows 
you to choose an object from your inv- 
entory and use it in standard adventure 
ways: use, search, drop etc You can 
also give instructions to Stacey (once 
you've rescued her) to help you. 

You can't walk into a room where the 
fire is already burning but the closet 
you get, the slower you move due to 
the intense heat and fatigue. Fail to 
rescue Stacey and she'll scream as she 
gets frazzled but even if you lose her 
(callous swine I) you can progress to 
the next stage. 

GAME THREE 

The third stage is set in the caverns 
below Silicon Valley where you have to 
dispose of the bomb that threatens to 
destroy the world's chips. Ifs done 
Impossible Mission style with Bond 
running and jumping around the cav- 
erns but these are a bit Quo Vadis like 
and will need mapping. 

Once again there is a strong puzzle 
solving element with stacks of objects 
to find, lifts and ropes to use, and some 
nasty little traps. 

As a package the game looks very 
promising. To see whether it lives up to 
the promise, have a look at our full rev- 
iew next month. 
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GHOST CHASER features detailed graphics, sixteen game screens and an action 
oriented, problem solving scenario. YouH meet Harry the Ghost Chaser and a host ol 

weird phantoms as you explore the different rooms of Falrport Manor. Points are 
scored each time you blast the large ghosts that materialize at random. The only way 
to capture these spirit adver sa rie s is to find and collect the 8 keys needed to open 
the ghost chamber. Watch out for the many tricky obstacles and above aR avoid 
contact wtth anything that moves! . . .they'll send shivers up your spine. 



DISK 



Selected US Gold software Is available from all good 
computer shops and specially selected branches of: 
BOOTS *WJ4. SMITH JOHM MEftZlES WILDINGS WOOLWORTH 




CASSETTE 

£ 9 95 



U.S. Gold Limited, Unit 10. Parkway Industrial Centre 
Heritage Street, Birmingham B74LY 

Telephone: 021-359 8881. Telex: 337268 






Defender in that you're trying to 
protect scientists on the planet 
surface, the task this time is 
more complex. Instead of being 
carried away by landers, the 
men are under threat from And- 
roids which are deposited on the 
planet surface by Planters (see 
accompanying box). Your job is 



JULY 






UK Gold/Arena Gmphica, E9,95cau, disk, joystick with koy 



Superb Defandar-baaed ahoot-am-up 
Nino different: enemies, furioua action 
Brilliant: graphlce, excellent control 




A futuristic space battle with 
roots in Defender and Jet- 
pac comes to your screens 
in this absolutely brilliant shoot- 
em-up. 

The game places you in a sim- 
ilar scenario to Defender — 
fighting enemies above a two- 
way scrolling landscape. And 
the character you control is 
straight out of Jetpac — an 
armed space-man equipped 
with a jetpowered backpack. But 
it's the differences that will get 



the blood pounding through 
your temples. 

For a start the graphics: they 
make Defender look prehistoric. 
The single-line planet surface 
has been transformed into a 
realistic, rugged terrain covered 
In volcanic craters and lava 
pools. Yet it scrolls every bit as 
fast and smoothly as in Def- 
ender. The aliens (there are nine 
species instead of Defender's 
six), your character, and the 
scanner are also graphically 
much more detailed. 

Then there's the scenario. 
Although superficially similar to 



to rescue the men before this 
can happen and to destroy all 
the planters and other aliens. 
Once all are destroyed, you rec- 
eive bonus points and then a 
new, more difficult wave of 
enemies. 

The rescue takes place like 
this: the scientists roll along the 
planet's surface in spherical sur- 
vival pods. By flying into them, 
you automatically pick them up. 
Then you must carry them (one 
at a time) to the relative safety of 
the planet silo. By moving over 
the 'dropzone', a moving cross- 
shaped platform, the men are 
automatically dropped off and 
roll into the silo. 




Planter 



Jetman 
accelerating 
right 



CfoaJ anamy 




Scanner 



Smart bombs 





Dropzone is, quite simply, 
THE shmup on ANY micro. 

The combination of fast 
action, excellent controls, 
brilliant inertia/ effects and 

alien variety make this a 
compulsive and exhilarating 
masterpiece. Excuse me, but 
I can 't spend any more time 
writing trivial comments 
when I've got Dropzone to 



Nmeye 




If by any chance you lose all 
your men, you'll be in real 
trouble because the planet starts 
to erupt — the volcanoes spew 
out white hot rocks and all the 
aliens turn into anti-matter 
which bounces about making it 
very hard to stay alive. What's 
more you won't get a new set of 
eight men until the next fifth or 
tenth attack wave. 

Although sounding a formid- 
able task your Jetman has excel- 
lent armament. Firepower is 
superb: massive rapid-firing 
laser power, space-bar activated 
smart bombs (which, as in Def- 
ender, destroy everything on 
screen) and an 'inviso cloak' (to 
activate, hit any key apart from 



Simply a dream come true: 
at last a really brilliant shoot- 
em-up on the 64 which will 
keep any megablaster happy 
for months and months. If 
you are good at Defender 
you '// find your tactics work 
really well here, if you are a 
novice then it'll take time to 
learn how to play this game 
really well. But whoever you 
are you should go out NOW 
and buy it, it's •%?£//! 
amazing/ 



Those evil enemies 




There are nine different things 
which can kill you. eight of which 
rove around the planet Each 
have special missions which all 
ultimately end in your destruc- 
tion; 

PLANTERS. These are the most 
bask of aliens, although they 
have the most important of 
tasks. They roam about above 
the planet surface until they find 
a man. When they do so they'll 
produce an ANDROfD. a small red 
sphere, which they start to lower 
onto the surface of the planet. II 
the planter reaches the planet 
and drops the android off, the 
planter then mutates into a hkmv 
esrte (see below). Meanwhile the 
android will roll along the planet 
surface until it finds a man. When 
H does so it'll setl-destruct taking 
the man with it. ff there are no 
men left on the surface it will roll 
along until it finds the silo and 
enter, destroying a man Need 
less to say. you should destroy 
the planter before it drops en 
android. You are aided in this, by 
the shrill squeak emitted by the 
planter when an android is prod- 
uced, plus the fact that the and 
rotd appears on your scanner and 
an arrow indicates which way 
you should fly to find It 

Incidentally on higher screens 
the planters exhibit highly Intel- 
ligent behaviour, hunting for you 
in gangs, but fleeing rapidly 
should you prove a mean shot. 

NEMESITES These mutated 
planters come roaring after you 
as soon as they develop and will 
lidck you relentlessly at high 
speeds whilst chucking bombs 
around 



BLUNDER STORM Impressive- 
looking clouds which float about 
the planet dropping acid rain or 
betting out huge thunderfl ashes 
Needless to say these are both 
fatal to the touch 

TRAILER. A small spherical, spiny 
horror which floats about harm- 
lessly until you shoot it. W there- 
upon bursts Into . . . 

SPORES. These thin comet-like 
objects follow you about emit- 
ting exefted squeaks. They're 
very hard to hit and should be 
killed on the spot. H you loave 
them you could run Into them as 
they're very difficult to see at 
high speeds. 

NMEYE. This evil red alien Is 
equivalent to a baiter in Def- 
ender. Take too long over a wave 
and it will appear track you rel- 
entlessly at super high speeds fir- 
ing like crazy. K you start to got 
these (unavoidable on high 
levels) prepare to fight for your 
life 

ANT1 MATTER This stuff appears 
after you've lost all your men. ft 
bounces about dropping bombs 
all over the shop and is generally 
a real pain in the neck. Laser like 
crazy to get rid of the, stuff. 

VOLCANOES. These start to 
erupt after you've lost all your 
men. They hurl out deadly white 
hot rocks at a furious and horrific 
rate. If you have to pass them 
then climb to a high attitude. 



the space-bar) which will allow 
you lo go through everything 
including your menl Although 
the cloak is a vital defence, it can 
only be used for a short amount 
of time before the inviso power 
runs out. After each wave it will 
be replenished. 

Underneath the main screen 
display there is a superb scanner 
— a miniature display of the 
whole planet which you can use 
to see all the troublespots and 
where the action is at. The scan- 
ner is so good, it's almost poss- 
ible to play Dropzone without 
looking at the main display! 

The attack waves are of two 
sorts. NORMAL waves feature 
all the aliens complete with 
androids, planters etc. TRAILER 
INVASIONS come every fourth 
wave {see box). These are very 
tough and require some solid 
blasting to survive. You still 
have to collect the men and take 
them to the dropzone. only this 
time there are no planters and 
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until 
the 



the 
fun 



androids. . . well, not 
higher levels where 
really starts. 

Fortunately, every 10.000 
points you receive a new life and 
a new smart bomb (three of each 
to start with). 

At the end of a game you are 
also given a rating, from the low- 
liness of 'practice recommend- 
ed' to the highest I've achieved: 
'mega-star'. I'mnotsure how far 
the ratings go but they are many 
and humourous. 



Game feel is excellent and has 
fantastic control potential for an 
experienced Dropzoner. You 
have four-way joystick control 
over the Jetman, but you have to 
allow for his inertia, and also the 
effect of the planet's (weak) 
gravity field. 

Sound too is ace: arcade qual- 
ity blasting which is loud, orig- 
inal and varied and really adds 
to the game. 

Any shmup fan who doesn't 
have this game as pride of place 
in his software collection is 
either a total wimp or needs to 
undergo psychiatric treatment 
now' 




Pretty frills 

Drapiooe has sevetal touch* 
which add 'eat class 10 the 
gome's atmosphere. 

• As your jetman zooms about 
the planet's surface you can see 
him working the controls ot hn 
letpack, while his legs are pushed 
back as ho accelerates 

• At the end of a wave he raises a 
hand and gives you the thumbs- 
up. Well, you need all the encour- 
agement you can getl 

• On the high score table the top 
scorer has his name displayed in 
large, glowing multicoloured let- 
ters. Really makes you want to gn 
for those highscores. 

• When you die you explode into 
thousands of little pieces In a 
groat firework display, one of the 
most impressivo explosions any 
where. 



Defender has long been the 
ultimate shmup. the best 64 
version being Guardian, but 
now even this classic arcade 
game has been surpassed. 
Dropzone has tremendous 

action and unlike its 
predecessors has inertia 
control that even I found a 
joy. I still found it really tough 
though and will be battling 
with it for months to come. 



^\ Q / Fast, smooth scrolling, 
Qj /n great planetscape. ahens 



and explosions 



C\^7 O/ fast blasting that's so 
~j / /Q compulsive you won't be 
* Ablt* to leave it atone. 




fy |1 Q/ No mustc but lots ot great 



ClCQ/ wovvs °' e letting 
harderat one million paints 



VALUE 

jrt r* 0/ Shmup Ions can t afford not 

yo /o i<>*°«" h "<>" e 
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Commodore 64. 
Price £7.95 



Hoi Line 
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eep in the steamy Amazon jungle 
danger lurks amongst the swamps and 
creepers. Armed only with a blowpipe and 
a limited number of poisoned darts, your 
journey takes you through some of the last 
unexplored areas of Rainforest. 
Look out for treacherous headhunters and 
scorpions, while above you deadly tree 
snakes wait to strike at easy prey. 
■ Try and outrun them, but you'll have to 

stop, load and shoot eventually! 
Your adventures take you through dank, 
eerie caves echoing with the sound of bloodsucking 
vampire bats. Wierd wraithes chase you out to face the 
climax of the game around a ruined temple. 
Dodging the crumbling masonry you must combat 
giant spiders waiting to entwine you in their deadly 
webs. But are you accurate enough with your blowpipe 
tofacethe final conflict? 
There are 4 levels of difficulty spread over 3 incredibly 
detailed 3D scrolling landscapes and should you be 
caught out. the end you face is definitely not for 
^ the faint hearted. 

Realistic sound adds to the thrill of the 
k5*' ( #*'Vi C \ chase - make sure the screams aren't 
yours if you are dragged away by the 
awesome Quetzalcoatus. 

Load up, and be ready to shoot! 



New Generation products are 
sold according to their terms 
of trade and conditions of ale. 



FREE POST. Bath BA2 4TD. 



As the cassette reaches the 
end, and loading nears 
completion, you say to 
yourself 'I wonder if Ultimate 
have done it again?'. Once the 
game has finally loaded and 
you've pressed the fire button to 
start, your heart sinks and you 
think: They haven't — it's Kar- 
nath revisited'. 

But they have and it isn't. You 
soon find that getting out of the 
first location isn't quite so 
simple as you initially thought. 
When, hours later, you've fully 
explored and sussed the first 
few levels, you realise that En- 
tombed is one of the most 
original and entertaining aard- 
varks (arcade-adventures) ever 
to hit the 64 (or any other mach- 
ine, come to think of it). 

The game retains the char- 
acter of Sir Arthur Pendragon 
and some of the graphics from 




Staff ofKamath, but any similar- 
ities stop there. Whereas Kar- 
nath was relatively small. En- 
tombed is large and complex — 
the total playing area is some 
175 screens in size. Whereas 
Kamath included puzzles made 
difficult purely by being obsc- 
ure, the puzzles in Entombed 
have logical and sometimes 
spectacular solutions. Indeed, 
the kick you'll get from sussing 
parts of this game is about as 
great as any computer game will 
ever give you. 

The action is set in an ancient 
Egyptian tomb, from which Sir 
Arthur must escape. It has the 
same basic appearance as Kar- 
nath, except that everything has 
an Egyptian flavour. Highly de- 
tailed and authentic 3D back- 
ground scenery adorns every 
location — complete with some 
excellent hieroglyphics which 
lend an incredible atmosphere 
to the game. The sprites used, 
unfortunately, are of the same 
quality as Karnath, ie fairly large 
and crude, but with some great 
animation — just watch Sir 
Arthur jumpl 





Oooohhl I'm knackered. I played 
this game for 16 hours yesterday, 
stopping only for food, nicotine 
and the type of coffee that strips 
paint. Exploring and mapping 
this fabulous game is both 
stimulating and tiring, through 
the lows of defeat to the 
exhilaration of finally solving one 
of the many horrendously 
difficult puzzles. A truly classic 
game containing some amazing 
backdrops. Brilliant one. 
guaranteed to keep you in the 
company of owts for weeks. 



ENTOM 




Ultimate, £8.96 



toy stick with keys 




Incredibly absorbing, addictive, original arcade -adventure 

1 75 screen playing area with atmospheric graphics, Ingenious puzzles 

Moving platforms, magic whip, controllable torch, gongs, pools, invisibility, etc 
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The pause facility is 
useful when you want to 
think 



The friendly crow 



An enemy 
materialising 





Some of the detailed 
hieroglyphics 




Sir Arthur 
flourishing 
the whip 



An attacking 
mummy 



No problem with air in the 
corridors 



The original features 



One of the main things that set* 
this aside from all other currently 
available arcade-adventure* is 
the number of highly origlnnl 
features It contains 

THE WHIP Not only Is It used to 
dispose of any nasties you might 
encounter but also to move nb 
tects around 

TH€ TORCH Just wart till you see 
it in octlont Some ol the rooms 
are in complete darkness and it's 
only possible to tell what's In 
thorn by having, and using, the 
torch Vou can actually guide a 
realistically revealing torch boom 
around the room and see what 
you're missing | The effect is 
stunning 

INVISIBILITY Used in a couple of 
Instance* to make things a lot 
harder. In one room you're made 
totally Invisible and have to find 
your way through a winding foot- 
path, collect an object in order to 
ttave the room, and then find 
your way back againl 

LAVA POOLS. There are three of 
these in one room — one is dead 
ly, one turns you invisible the 
other makes you visible again 
You have to figure out how to use 
these pools to get through the 
room and deeper into the tomb. 



SARCOPHAGUS 
coffin, tuund in 



This Is a closed 
several rooms 



and containing an ob|ect The 
problem is how to open it In one 
such room there's e sun on one 
tide and a moon on the other, a 
|ar and a green bird that flies post 
dropping glowing 'objects' . If one 
of the objects lands on you then 
you lose energy — so what arc 
they lor? Aha. .. 

GHOSTS Those appear in one 
incredibly atmospheric room — 
there are four of them (making 
brilliantly effective walling 
noises) along with a coffin, which 
is too high for you to reach. As 
soon as you step towards it tho 
ghosts' cry increases in pitch 
until you get too close when they 
zoom in towards you, knocking 
oh* energy should they gel you 
Solving this room will send your 
pulso rate into three figures. 

MOVING PLATFORMS They 
appear in several rooms and are a 
key to solving puzzles lhe prob 
lem is how you get them to 
mnvf 1 

TRAPS Some rooms feature 
sliding gotes which fall behind 
you Vou then have to work out 
how to get through, or get back 
OUl_ 

GONGS Those form the basis ol 
another groat pox/le Ring on> 
right (they have a wonderful ring- 
ing tone) or you won't get 
through 



One complete life has 
been lost and the grey 
colour indicates damage 
to another 



Tells you which of Sir 
Arthur's three actions is 
operational 




The tomb has several levels, 
each composed of a network of 
corridors and antechambers, 
the corridors having many turn- 
ings and dead ends. Various 
nasties frequent the corridors 
and devious puzzles lie within 
the chambers. 

While in the corridors, Sir 
Arthur can breathe freely. When 
in one of the chambers on the 
other hand, there is a limited 
supply of air to breathe and this 
is indicated by a percentage dis- 
played on screen. Should he 
stay in one room for too long, 
and the air percentage should 
reach zero, then one complete 
life will be lost (you start with 
five). 

Contact with any form of nasty 
will deplete one of your lives by 
a certain amount. Each life starts 
off displayed as white and this 
gets gradually darker until the 
life is lost. Needless to say, once 
all five lives are lost the game is 
over. However every fifth crow 
which flies overhead carries life- 
giving 'ankh', which you may be 
able to jump and grab. 

The 3D viewpoint is the same 
as that in Karnath: a son of cut 



Wow! Great 1 Amazing! 
Incredible 1 (Get the idea?) This is 
without doubt THE aardvark for 
the 64 or any other home micro. I 
loved the graphics, the fighting is 
terrific and I found the puzzles 
absorbing, devious, frustrating 
and above all addictive. If 
Ultimate keep improving on the 
64 the way they did on tho 
Speccv then their next one could 
be miraculous. This one is 
brilliant enough as rt is. 



away side-on view of a location 
is shown. As before, when mov- 
ing left or right the screen scrolls 
smoothly in the same direction 
to follow the action. It's also 
possible to move 'in' and 'out' of 
the screen as in Karnath, except 
this time a slightly different app- 
roach is used: When you're in a 
left/right corridor and you move 
into one of the passages visible 
going into or out of the screen, 
the viewpoint flicks round by 90 
degrees. So, instead of showing 
a view of you walking into the 
screen, you are shown moving 
across the screen again, with the 
passage you just left now at 
right-angles to the screen. 



MOW 
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This game had me thouroughly 
engrossed from the very first 
location My mind longed to 
explore and my itchy finger* 
ached to map it. I got an immense 
kick out of solving some of the 
excellent and perplexing puzzles, 
but I left somewhat disappointed 
and cheated by the antkJimatic 
finish to the game Still, a brilliant 
game and a must for any 
aardvark fan. 



This shuffling of viewpoints 
can prove difficult to get to grips 
with at first and makes mapping 
awkward. But needless to say, 
as with most aardvarks. without 
a map you're liable to become 
hopelessly lost (which is why 
we're printing ours overleaf.) 

Sir Arthur is controlled in the 
same manner as before — with 
the joystick plus occasional use 
of the space-bar— only this time 
there are no spells used to per- 
form functions such as fighting 
and moving things. Instead the 
space-bar is used to select one 
of three actions: jump, use the 
magical whip or use the torch. 
Pressing the fire button will then 
perform the action currently dis- 
played, although the latter two 
can be used only after you've 
found the relevant equipment. 
The whip is easily found on the 




Win 



83% 



Afore helpful instructions 
than usual but same silfy 
loader 



OPIGINAUTY 



94% 



Initialry looks like Karnalh 
but in fact has MUCH more 



92% 



Brilliant hieroglyphics and 
enemies and some 
marvellous rooms. 



97% 



58% 



Great sound effects on 
whip, and some rooms, but 
no game music 



Sotvir. 
increc 



I the putties gives an 
ile kick 




91% 



Lots of devious putties and 
levels that really take some 
working out. 



VALUE FOR MONEY 

93% 



£ yen better than Siaft of 
Kematti — what more can 
you say. 




first level but the torch isn't quite 
so easy to get (sorry, no clues). 

There are a number of objects 
to be found within the chambers 
should you solve the puzzles 
surrounding them. All of these 
are useful, if only to help you 
obtain other, more important 
objects. It's a very long sequ- 
ence of events before you find 
the object you need to escape 
the tomb and end the game. 

Most of the chambers are 
tough to crack and so some 
helpful clues are provided 
throughout the game. These 
clues come in the form of cryptic 
hints on scrolls and aren't given 
away just like that. No, they're 
obtained in the same way as the 
objects — with difficulty) When 
you actually find a scroll, the 
clue on it is displayed at the top 
of the screen for a couple of 
seconds. 

The sound effects are fairly 
good, but nothing to get excited 
about, although there is the occ- 
asional good and rather unusual 
one. The game loads in the same 




annoying manner as Karnath — 
it stops half way through load- 
ing to play a reasonable piece of 
authentic sounding music and 
won't continue to load any 
further until you press a key. 

As is the case with all Ultimate 
games, the packaging is of a 
high standard, and the instruc- I 
lions atmospheric but deliber- 
ately obscure (although I must 
say these were some of the 
more helpful Ultimate instruct- 
ions I've come across). The 
scene is set with an intriguing 
explanation as to why Sir Arthur 
is in the predicament he's in and 
there's the usual tantalising list 
of game features. 

The only real criticism of the 
game, applies to all aardvarks, 
indeed all adventures. Getting 
stuck can be almost unbearably 
frustrating, and once solved, 
you may not want to return to it. 

However there is a clock 
which means you can always try 
to solve it in a shorter time — 
and in any case, you won't com- 
plete the game without first en- 
joying many, many hours of 
classy, demanding, atmospher- 
ic, exhilarating action. 

GP 



COMP 



j-umped tropi 



mm 
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Two points tor aoch diam- 
ond canceled 



On>y one diamond to be 
collected on tevel ' 



The time limit counting 
down 



Score on rero because the 
game has fust been start- 
ed at this cave IMI 





Dig gable earth 



K-e which has been 
Jul 



Boulders which have 
en through the blue layer 



Rocktord impatiently tap- 
ping his foot 



One of these bits of cave 
wall is the etit — how on 
earth do you reach it? 



et's get the disappoint 
ments out the way first. 
■™ Rockford's Riot, the follow 
up to the amazing Boulder Dash. 
is not what it could have been. 

It's not that it's worse than 
Boulder Dash, it's just that it 
doesn't really take Boulder 
Dash's brilliant originality any 
further. The graphics and 
sounds are the same, the enem- 
ies are the same, the game struc- 
ture is the same, the objective is 
the same. 

All that First Star have done is 
create 16 new caves, making 
Rockford's Riot very much a 
continuation of Boulder Dash. 
rather than a true sequel. This is 
a real pity in view of what might 
have been done. Having said 
that, the addkrtiveness and 
game-play in Boulder Dash was 
so immense, that even a 
straightforward follow on has 
got to leave most competitors 
stone dead, and there's no ques- 
tion that Rockford's Riot will 
offer most people WEEKS of en- 
joyable play. 

As before the game puts you 
in the role of the Zzap margin 
megastar Rockford, who's trap- 
ped in a cave filled with danger- 
ous toppling boulders, letha 
fireflies, magic butterflies. 



ROCKFORD'S RIOT 

Monolith/Flret Star, £9.96 caea, Joystick only 



• Boulder Dean II arrive* with 1 B new cave* 

• Few new features, but the some great geme-pley 



"NiK "TO Sfefc «W NWS |*f* 



enchanted 
amoeba and 
idea is to 



walls. growing 
. . . diamonds. The 
collect a certain 



The new feature-. 




Hey 1 16 more screens of 
boulder mayhem — what 
more could you ask? A few 
new ideas, that's what. It's 
every bit as brilliant as the 
original and will keep me 
occupied for months to 
come, but First Star surely 
can 't expect to keep coming 

up with sequels without 
adding some new enemies 
or other features. Still, this is 
amazing value for money 
with both games on one 



tape. 
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The contents of the caves 




number of diamonds within a 
time limit (which varies from 
cave to cave and according to 
the difficulty level), and then 
escape through the cave exit to a 
new cave. 

The special appeal is that al- 
though the game's riddled with 
puzzles, there's no single solu- 
tion to each one. Different play- 
ers will develop their own 
approach, and most caves 
needn't be played the same way 




each lime. What is more, to get 
anywhere you must exploit the 
behaviour of the various 
enemies. A firefly will explode if 
hit by a boulder, offering you a 
technique for blasting your way 
into otherwise inaccessible 
caverns. Butterflies, if lured into 
contact with the amoeba, will 
explode into jewels. Boulders 
can be used to seal yourself off 
from chasing enemies. And so 
on. 

Each cave covers several 
screens of playing area, the pic- 
ture scrolling smoothly to follow 
the action. There are 16 different 
caves, all presenting very differ- 
ent challenges and five difficulty 
levels where the basic cave 
structures remain unaltered, but 
the position of individual items 
within them is different, creating 
new problems on each level. 

As before, on the first three 
levels you can choose to start at 
cave A. E, I or M, which allows 
you to see a lot of the game be- 



fore very long, rather than hav- 
ing to play all the way through 
from the start. However levels 4 
and 5 cannot be started part way 
through. This is an excellent 
game structure, offering enough 
early encouragement while 
holding out a long-term chall- 
enge. 

The caves on Rockford's Riot 
include some superbly original 
new layouts. In general they 
present more complex tasks, 
with longer time limits allowed. 

For example, on the very first 
cave you have to sneak past fire- 
flies, then use one of them to 
blast an entry into a sealed off 
chamber, seal it again to keep 
out the enemies, clear out the 
space under an enchanted wall, 
set boulders cascading through 
it to turn them into diamonds, 
and then dash to the exit past 
any surviving fireflies. 

But despite the extra complex- 
ities, it doesn't seem any harder 
overall — indeed, experienced 
Boulder Dash players may be 
able to plough straight through 
level one at virtually the first 
attempt. The higher levels are 
another matter. 

One very important point 
worth taking into account in 
judging this game is that 
Beyond, having taken over the 
rights from Statesoft, are put- 
ting Boulder Dash itself on the 
other side of the tape. This is a 
shrewd move. 

So far Boulder Dash has sold 
surprisingly poorly, probably 
because buyers have been put 
off by the relatively uninspiring 
screen-shots, and Statesoft's 
somewhat lacklustre advert- 
ising. But now, anyone who 
hasn't got the original can go 
ahead and buy this tape confid- 
ent of getting stunning value for 
money. While people who 
already have the original prob- 



CAVE 
amoeba 

out ol three walled 
off silos. Trap it 
(that's easy!), 1° 
turn it into dofens 
of diamonds, then 
unplug the silos al 
the bottom to reap 
a rich reward. 

CAVE C: Wort your 
way through a rock 
wall spiral, past 
scores of boulders 
and an awful lot of 
fireflies 

CAVE D: There's a 
stack of jewels on 
the right of the 
cave, but you can't 
reach them 
because a massive 
amoeba is blocking 
the way. So you 
have to blow your 
way through it by 
releasing hordes of 
fireflies. Great 
cave 

CAVE E: See The 
new features'. 



CAVE F: First you 
must run a gauntle 
of fireflies (easy, 
once you've 
sussed the pattern} 
to reach two 
massive walled off 
containers packed 
with boulders and 
diamonds. Careful 
manoeuvring 
required to get all 
you need before 
rerunning the 
gauntlet back to the 

mm, 

CAVE G: Once 
ogam, plenty of 
fireflies In 
evidence, but this 
time you have to 
use them to blow 
through a series of 
four separate walls 
before you can 
reach the exit 

CAVE H; Nice one, 
this. On one side a 
row of butterflies 
rushing round a 
square. On the 
other side a 
growing amoeba. 
The problem ts 
how on earth to 

Eeisuade the 
ulterfties to break 
out of their square 
and go and hit the 



amoeba (where 
they explode into 
jewets). 

CAVE I: A score of 
walls, each lopped 
by a row of jewels 
and earth and 
pal'oiled by 
fireflies Grabbing 
the jewels — you 
need almost every 
one — is just a 
mane' of sussing 
Ihe fireflies 
pattern. Not our 
favourite cave. 

CAVE J: Has simil- 
arities to the 
amazing cave N in 
Boulder Oath. No 
jewels in sight. Just 
eight pairs of 
boulders each 
sealing off a firefly 
and a Dutterfly. So 
bow do you use the 
boulders to smash 
the bunerilies 
without being hit 
by a firefly? 

CAVE K: 
Guaranteed to get 
your pulse racing. 
Plenty of diamonds 
In easy enough 
positions to collect. 
Only trouble is you 
can t start without 



releasing a long 
queue of fireflies 
who stay on your 
tall throughout — 
there are no 
boulders to use 
against them. 

CAVE L: Jewels 
hidden in stacks of 
boulders and 



packed into a 
network of 21 
walled boxes — 
boy is it easy to get 
trapped. 

CAVE M See 'new 
features'. 



N: 



CAVE 
Entertaining 
screen featuring 
fowelsad|Bcenttoa 
firefly petro'lod 
passage, plus two 
open spaces 
teeming wiih the 
evil creatures 
Plenty of scope for 
firefly bashing. 

CAVE 0: See 'new 
features' 

CAVE P. Class* 
screen in which 
you have to extract 
the lewela from an 
absolute mountain 
of boulders. Very 
tncky indeed. 



ably won't need too much con- 
vincing to buy themselves 
another 16 caves! 

Meanwhile, we at Zzap, incl- 
uding Rockford, are doing our 
besl to convince Beyond and 
First Star to release a Boulder 
Dash III complete with a facility 
lo design your own screens — 
the lastability on that would be 
mind-boggling! 



Everyone here had a hernia 
when it was revealed that 

there was to be a 
Boulderdash II. Except me. 
OK, so Boulderdash isagood 
game, but it's not that good, 

is it? Anyway, this is very 
similar to its predecessor and 
could well be part of the 
same game. If you liked 
Boulder Dash you'll probably 
like this, if you didn't, this 
won 7 convert you. 



Perhaps I was expecting too 
much, but I came away after 

a few games feeling 
somewhat disappointed with 

this follow up (or rather 
fo/fowonl. /would have liked 
to have seen some new 
adversaries and maybe a 
screen designer to make 
things more interesting. Still, 
it's not a bad game but I ... 

Ouch! Sorry Rockford'! 
Don't take it to heart, I... 1 1 
Alright, Alright, I admit it, I 
I ike it.... 





ORIGINALITY 



85% 



Good packaging, options 




30% 



Too close lo Boulderdash 
lor comfort 




71% 



Same as before, a bit crude 
but functional. 



HOOKABI 

nr o/ r ° ,a "y «osoi 

ob /o Kssisa 



Totally absorbing, unless 
' 'Our fill of 




59°/ 



Tinkling ol gems, rumbling \QAQ/ 16 v&Y different mufti- 
ol boulders, explos-onx and (JM- /f\ screen caves, and live 
amoeba w~ r /u 



VALUE FOR MONEY 

O O O / " y° u "oven 1 got 
n/7n Boulderdash iheVFMisout 
/tJ Of this world. 



difficulty levels 
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FOR YOUR CBM 64 
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aw scavenging has been m ntf Mood evet not t ' cji lememoet That's what Spe/unkers da 
youtoow A eater's hire can be strong, especialivwfvn it's loaded with Ueami likethis 
one Butbewamed this one c ditfait'it It h*s a nputition tot swallowing people up 
"first of all it was black as the seed spades down there. Ewywhere And sticky hot. *>ih Hre 
pits and steam shooting up oof otwticanK *>b ThatstMamancooAyoubke iMMnMM 
f Ban 70 iMontfs / sflwed cleat ot it 

" I here's bats, too Charming creatures - 1 earned flares to scare them off I had a good supply 
ot dynamite ready to blast the met piles that waled ott the main shaft I had to watch it, sol 
would" t blow myself to bits. Don't laugh - guys haw done It! 

Spelunkers beltxv me tett ropex ladders and railway tracks That helped me get around until 
I hit the underground falls At thai point I had no crwe but to go om ma barrel A tall lit 

mm totgei 

' Deep ms/de the mam shaft there were artefacts and treasures everywhere Butthehayt. .. 
without the toyi. ' would hate been trapped behind the doors m those musty shafts Come to 
think d rt. thai nught hate been better tot my health 

Tbuiw. it aH happened so /ait ( eovhJactuaHy see the gbw from the most priceless treasure 
of all the Hidden Pyramid' I hat s when they hit me tram behind. Spooks 1 The spmts ot old 
Spelunhen itwascurtamshtme-lardn lstandacharxe So now. all I can do is gn* a 
warning Keep a sharp eye friend, when you r* down m that hold Because now I 'm there too 
Malting lot some poor unsuspecting Spefunker 

■ 




AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS - If it's not there, please order it or in caseot difficulty send your crossed 
cheque' P 0. made out tv Ariolasoft U.K. Ltd. including your own name and address, to Ariolasoft U.K. Ltd.. Suite 105 
Asphaite House. Palace Street. London SWIfSHS. 



Spelunker Cassette £9. 95. 



Spelunkerpisk£l2 95 includes VAT & p&p U.K. orders only 



HIGH PERFORMANCE PROGRAMS 



/id's Rat Race! 



AM's rodent superstar has popped up in a new arcade 
:h he returns to his former life in the sewers, 
elsewhere in the issue but here we're giving you the 
on the game itself. How? By drawing a cartoon. All you 
:l in an amusing situation linked in some way to the 
puter game. The 100 cartoons that most make us laugh, 
^our artwork will win a copy of the game, 
ou've an excellent chance of winning if you're any good at 
ly, the best of the cartoons may just get printed, so get 





Once you've drawn your cartoon, send it to us at: Roland Rat competition, 

Zzap! 64, 1 Church Terrace, Yeovil, Somerset BA2CJ 1HX. Don't forget tO 

enclose your name, address and (if possible) phone number. All entries must reach 
us by July 15th. 
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HUNCHBACK 
OLYMPICS 

Software Projects, EB.95 cans, joystick and kay 



This is a conversion of an 
arcade game of the same 
name. You may not have 
seen the arcade original and 
after viewing this reasonably 
accurate copy you'll know why. 
It bombed. 

The original game was releas- 
ed to cash in on the sports simul- 
ation boom caused by Konami's 
Track and Field. Now released 
for the 64 after Decathlon, Sum- 
mer Games and Hesgames it 
seems rather a pointless exer- 
cise. Especially since it's a terr- 
ibly inferior example of the 
genre. 

The idea of is to go through 
eight events of a decathlon, 
qualifying for each event by 
reaching a set standard. You do 
this by either hammering at a 
key or moving the joystick back- 
wards and forwards as fast as 
you can. The faster you do so the 
faster the hunchback will run, 
throw or jump. In the field 
events you also have to time a 
jump or throw at the right 
moment. 



The eight -events are: 100m 
sprint, long jump, shot put, 
discus, javelin, 110m hurdles 
and high jump. Each one requ- 
ires a reasonable speed to qual- 
ify, although in the field events 
the speed of runup is rather err- 
atically judged: sometimes you 
have the maximum speed and 
perfect angle of takeoff and you 
won't qualify. 

Graphics and animation are 
pretty appalling — for example, 
none of the things thrown follow 
a realistic trajectory. Another 
laugh is at the long jump. 
Hunchy runs up to the board, 
makes a little jump and sails 
along about a foot off the 




ground on a perfectly horizontal 
plane until he lands. 

In between screens, if you 
qualify, EsmerekJa will come 
and give you a great big smack- 
erooni. If you don't qualify 
there's an amusing screen 
where Hunchback is attacked by 
something or other. The first 
time you see this it's quite funny, 
the second time yawn, the third 
aaagh and after that the tempt- 
ation to reach for the off switch 
is huge. 

JR 



ROLAND'S RAT RACE 

Ocean, E7. SB case, joystick only 




i 




Roland's on the railway line in ihe depths ol the 
sewer with a piece ol door just in front ol him. He'd 
better watch out for the train or his energy will go i 
tumbling down. 



• Enjoyabls, but 



The lovable (?!) little furry 
rodent from TV-AM finally 
hits the computer games 
scene in this simple arcade 
adventure. 

The scenario: Roland is late 
for work and his decrepit car 
won't start. So, being a city rat, 
he decides to go below ground 
and make his way through the 
maze of drains and tunnels to 
get there. To make things worse, 
his two friends (Kevin the gerbil 
and Errol the hamster) have 
been caught by the nasties 
who've sworn to stop Roland 
from getting to the studio. 

If Roland wants to free hfs 
chums and get to work on time, 
he must get past the blocked 
tunnel exit. To do this he has to 
collect the nine pieces of door 
and take them to the exit. These 
pieces are randomly placed 
around some 32 screens of 
pipes, drains and tunnels (see 
panel). 

Also frequenting the drains 
are pairs of Wellington boots 
and a train. The Wellingtons 
appear on all screens (except for 
the connecting pipes) and must 
be avoided or stopped momen- 
tarily by Roland's instant glue 
gun (activated by a quick press 
of the fire button). 

This qun is also used to stop 



the train which runs along the 
bottom level. A quick spurt on 
the track when the whistle blows 
will stop the train. Climb aboard, 
and Roland can travel the length 
of the lower level with speed and 
comfort. Should Roland miss 
the train, through either lack of 
glue or bad timing, then a large 
quantity of energy will be lost as 
it runs him down. 

Roland's energy is shown as a 
bar at the top of the screen and is 



continually diminishing due to 
his worry for his pais. Energy 
can be replenished though, by 
eating one of the various good- 
ies lying around (delicious blue, 
glowing hamburgers and 
apples. Bluel? Well he is a rat.) 
The Wellingtons too, deplete 
Roland's energy if run into. 

Should Roland run out of glue 
(shown as a bar at the bottom of 
the screen) then he must find 
one of two spare packs lying 



around to replenish his supply. If 
he's not too careful where he 
squirts his glue, then he'll get 
stuck in it for a while. 

If Roland collects all nine 
pieces of the door and the key to 
free his buddies, then he moves 
on to the final screen - the dis- 
appointing inner sanctum! This 
is a very poor finale, consisting 
of a single platform across the 
length of the screen. Roland has 
to run across this platform, 
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Sewer structure 



The playing area in Roland's Rat 
Race isn't exactly large but it's 
quite easy to get lost to start 
with. It basically consists of an 
upper and lower level each of 12 
main screens containing plat- 
forms, ramps, and ladders. Some 
of these screens link directly to 
each other (via exits at the sides), 
others are also linked via separ- 
ate screens of pipes which are 
accessed via tunnel entrances on 
the main screens. 

The pipe screens are very 
simple, consisting of two or three 
pipes that run across the screen 



But pieces of door and food are 
occasionally found on these 
screens. 

On the upper level, moving 
traffic is visible above ground 
level at the top of the screen incl- 
uding a cute Sinclair C5. The 
lower level, which you reach by 
going through a man-hole on one 
of the screens, is much the same 
as the upper, only the exit to the 
TV-AM studio is situated on one 
of the screens, the traffic is miss- 
ing and a regular train service 
runs along the bottom of the 
level. 



avoiding two measly worms and 
electrically charged areas (both 
of which kill on contact, but 
don't seem to if you quickly run 
across), to get to the other side 
and free his friends. 

On doing this the TV-AM 
theme tune is played and all 
three chums are transported to 
the surface on a lift. The game is 
restarted with no noticeable dif- 
ferences. 

Both graphics and sound are 
very good. Roland and co. are all 
small, but well defined, outlined 
sprites and animation and 
colours are good throughout. 

A boppy little number plays 
through the game, but can 
become annoying after a while. 
Other tunes and sound effects 
are great, especially the 
BLEUGH ! I noise made on squir- 
ting a glob of glue, and the 



boogie beat played while enter- 
ing your name in the high score 
table. 

GP 







AUTY 



■7 r\ O/ Interesting instructions and 
/ £ /Q scenario But no options 



E A O/ BasKaify ,ust a collect end 
!j£J> /o drop game but with the 
' infamous rat himself . 



HOOK ABILITY 



^QQ/ Rofendmbs 
/ O /O animation a 
* W ' W and drains I 

SOUND 



Udothis 
I (MM 



82% ; 



'O enjoyable and addictive. 



LA STABILITY 



Q^O/ Great tunes especially when I 000/ Suss economy on tood end 
Q / /O "ding foe train, plus good D»J /O S'^md the game becomes 
effects. | w w / w f aifly sim pt* 



VALUE FOP MONEY 

71 O/ Great short term en/oyment 
/ I /O "Knough you may not come 
' bac* to n after comoletion. 
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Taking off 
and landing 

The controls are mostly from the 
joystick and the increase/de- 
crease power switches "Taking off 
is quite easy: use the instrument 
panel to get the revs to the correct 
rate. High revs are needed but 
once in the air they should be de- 
creased to cruising speed Land- 
ing is quite tricky until mastered. 
Approach the runway, put down 
flaps, decreaso the throttle and 
gently drop your altitude. 



irroraoft. £9.95 case, £ 1 2. 95 dlak, joystick with keye 



• Flight simulation with 




«£^™sr , *puvh. totl 



The advertising blurb leads 
you to believe thai this is 
the closest you'll ever get 
to flying the classic Spitfire aero- 
plane. If this is really what it was 
like, it's a miracle we won trie 
war. 

The flight simulator puts you 
slap bang in the middle of the 
Battle of Britain during World 



War II. Three modes are pres- 
ented to you on loading: prac- 
tice flying, combat practice and 
proper combat. Practice puts 
you on the runway giving you 
the opportunity to take off, fly 
and land the Spitfire and gener- 
ally get the feel of how the air- 
craft handles. 
The two combat modes pit 



you against the enemy. The 
combat practice mode will put 
you in the air directly behind an 
aircraft which you can shoot 
down. Once the plane has been 
shot down another will appear. 
This is all very easy and the 
enemy hardly try to shake you 
off. 

True combat mode will start 



you on the airstrip. You have to 
take off, seek and destroy the 
enemy using the map and on- 
screen details. Once you have 
shot the intruding plane return 
to the airstrip and land safely. If 
you are successful you can save 
your experiences on tape and go 
out on another interception run. 

If you do well you will earn 
promotion according to your fry- 
ing experience and the number 
of kills you achieve. If you do 
really well you will rise through 
the ranks rapidly and with great 
skill you will gain the coveted 
position of Group Captain, VC, 
DSO, DFC. 

Unfortunately the 3D effect of 
the approaching airfield and the 
enemy planes is unconvincing. 
The view from the cockpit is bor- 
ing and uninspiring, although 
the instrument panel is a mast- 
erpiece - even better than the 




Jolly! Mr Bounce in his 
own arcade game — 
what fun! In fact, boys 
and girls, this jolly little game 
not only stars Mr Bounce but 
also his friends, the Mr Men. 

The game takes place over 
four different screens and eight 
levels. Each of the four screens 
have Mr Bounce rolling and 
bouncing around a different part 
of town, giving his friends a 
helping hand in different ways. 

Mr Bounce loves to bounce. 
He can bounce high and low, left 
and right, by use of the joystick . 
or keys — isn't it clever?! As he 
bounces around town he must 
be very careful not to bump into 
any of his friends. If he should be 
so silly then he will be bounced 
around the screen and lose one 
of his four lives. 
If Mr Bounce loses all four 



• Colourful 



fun for kids young and old 



lives then ... all the fun will be 
over and the game will end. 
Never mind, you can always 
play another time. 

If you help Mr Bounce score 
enough points then you can type 
in your name and see it at the top 
of the screen — isn't it exciting?! 

When Mr Bounce finishes 



helping one of his friends he 
bounces merrily round the 
screen to a jolly little tune. He 
then moves on to another part of 
town to give help to his other 
friends. How nice. After helping 
all four friends, he starts again 
but this time there's more to do. 

GP 
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ones on Dambusters\ 

You can switch to the map 
screen to help you find the 
enemy planes, although the 
map is very poor and is no real 
guide to where the plane actual- 
ly is. There are two maps, one of 
the south of England, the other 
close up of the area around the 
airfield. The enemy plane is 
usually shown on both of these, 
but it's still very hard to find. 

The sound is a reasonable 
drone, which grows to a horren- 
dous pitch if you over-rev your 
engine. There are also shooting 
noises during combat, but little 
else. 

As a flight simulator this is 
pretty poor. The program up- 
dates the external view only 
about once a second. Not only 
does this rob the program mak- 
ing judgement of manoeuvres 
very difficult. Oversteering is 



29 1 



*0 rehire gun noises. 



OrO/ less absorbing than many 
-3Ij /n other flight simulators with 

~* • W m. If.-.-. r.wrtT m.f 




no long term mission 



O / There are much better flight 
' ' simulators thtn this — even 

^astaste^raplvc^ 





TheZzap labels 

GOLD MEDAL AWARD: Our 
biggest rave of the month. Get 
it. 

SIZZLER: we think it's very hot 
indeed - normally must score 
80% or more in value for 
money. We reckon any Zzap 
sizzler is a great buy, unless you 
really hate that particular type 
of game. 

TACKY: in our view, a lousy 
piece of software. Steer well 
clear. 



h>M hi« hasn't qol Mi Tail's 
|, Bounce jumps lor |OV but he hasn g 




The Zzap ratings 

PRESENTATION: Packaging, in- 
structions, loading, play op- 
tions, program facilities, on- 
screen impression - everything 
except the game itself. 
GRAPHICS: Variety, detail and 
effectiveness of screen pictures, 
quality of animation, smooth- 
ness of movement. 
SOUND; Variety and effective- 
ness of sound effects, quality of 
music. Also: does the sound 
annoy? 

ORIGINALITY: How similar is 
this to programs already avail- 
able on the 64' 

HOOKABILITY: How strongly 
does the game make you want 
to keep playing? 
LASTABILITY: How long will it 
keep its hold on you?. 
VALUE FOR MONEY: Takes into 
account the price plus all the 
above ratings, especially the 
two. 
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This game slars a distinctly 
down-market hack report- 
er who is sneaking about a 
hotel trying to get a flash photo 
of Polly Platinum in her pent- 
house suite. Which explains 
why he wears a dirty raincoat. 

To get the picture, you have to 
collect a camera, flash bulb, 
press pass and also nick the key 
to Miss Platinum's room. Tut, 
tut! These objects are hidden in 
the rooms of the hotel and you 
have to find them by opening 
each door in turn. 

The hotel itself is depicted on 
a single screen. There are four 
floors with rooms appearing on 
the top three. Polly's room is 
always at the top left and if you 
open the door she will sit and 
pose for the camera. 

You move between floors by 
using the stairs (well, ladders) or 
the lifts that appear on later 
screens. Beware though since a 
fall of even one step loses you a 
life. You can Jump over holes in 




Angry. Y ou ■„ J*f" T™'" *" d Mr 
m need three ,W ' SOla,ed »'*«°"n bu, yo , 



OPERATION WHIRLWIND 



AriolBBoft, £3.35 



*1 1.95 di«k, joystick only 



•4 Capture an enemy town in this state-of-the-art war game 



War games are starting to 
become more popular 
and in the wake of last 
month's Gold Medal game 
comes another excellent battle 
simulation. 

You command a reinforced 
infantry battal ; on and have to 
cross a scrolling battlefield and 
take control of a town. Pitted 



against you are hidden enemy 
units and the problems of the 
terrain. 

The battle area is shown on 
screen through a scrolling 
'window', the overall size being 
over three times the window's 
width and twice its depth. You 
start on the left hand side with 
the town to be captured in the 

HI BOUNCER!' 



bottom right. On the map are 
woods, roads, buildings, 
streams and clear ground. 

Your battalion is split into 31 
groups each with a different rat- 
ing for movement, fire-power, 
range and strength. You have to 
control all of these and try to 
eliminate the enemy forces. 
There are four levels of game 



and in each one you have to take 
the city in 35 turns. These turns 
are made up of five phases of 
action. 

The first phase is the COMM- 
AND PHASE where you can dec- 
ide whether a unit should dig in 
to regain strength or be combat 
ready to advance and fight. 
Second is the MOVEMENT 
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|-/"*0/ Colourful with some tnim- 
QQ 70 Mjon and recognisable Mr 
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LASTABILITY 
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Good fun lor all kids- we 
I iked it I 



The four, fun screens 

Screen One Oh no' Poor Mr TalM 
His scarf and gloves have been 
blown into the toad by a rotten 
gust of wind. Mr Bounce had bet- 
ler quickly catch them and return 
them to Mr Tall. Oops 1 There is 
tailing fruit to avoid on lateMevels 
— watch out Mr Bounce 1 

Screen Two: Tsk< Tskl Dozy M- 
Lazy is just too idle lo finish build- 
ing his house — gosh' How lazy' 
Mr Bounce gets things moving by 
lumping on the see-saw and cata- 
pulting the windows into place. 
Mind he doesn't step in the 
purid I c- ' 



Screen Three: Poorotd Mr Bump' 
He's feeling too bruised and bat- 
tered to knock any more apples 
off the trees. Well done Mr 
Bounce! He will give Mr Bump a 
rest by catching the falling fruit 
and putting it in the basket Better 
be careful though, that puddle is 
back again! 

Screen Four: My' What a sunny 
day! It is so hot that Mr Snow ts 
melting — fasti Still. Mr Bounce 
will help by collecting the clouds 
and coveting the sun with them. 
Thanks Mr Bounce, but watch out 
for the bitds 1 




All out to get you 



Up to six characters may chase 
you round the hotel. 
COMMISIONAIRE: Always trying 
to throw you out. 
MR ANGRY: If you open the door 
to his room he wakes up and tries 
to put you to sleep instead. 
MANAGER: Tries to stop you 



the floor and the animation of 
this and your walking is quite 
good for your large character. 

You are working against your 
editor's deadline (aren't we all) 
and this ticks down at the bot- 
tom of the screen. If you don't 
get the picture in time you're in 
big trouble (OK, OK I'm writing 
as fast as I can). 

Things are made difficult by 
the hotel staff who chase you 
about. If they catch you they'll 
boot you out and you'll have lost 



a life. The bottom floor is used 
for the hotel staff and this is 
where they appear. The number 
of hotel staff that chase you is 
determined by the level that you 
are on. You can jump past them 
sometimes but should risk this 
only in emergencies. 

A simple, single-voice tune 
plays throughout the game 
which you may find boring after 
a while and there are creaking 
door sound effects. 

BW 



and scaring away the guests. 
CHEF: Looks like a sailor with a 
beard and silly cap 
BARTENDER. A real poser with 
bouncer's muscles. 
RECEPTIONIST/BELL BOY: Bit of 
a wimp tn his silly hat but can' still 
throw you out. «^>- 
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long loader will 
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CClO/ Reasonable animation but C "1 0/ The different layouts 
rj>7 /O simple screens 11 I /Q provide interest but you 

ww /w ' won't get too excited. 



A O O/ Homo* tune and very lew 
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'Q doesn't improve the game. 
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O looks dated and won't 

•nspire. 



PHASE where you can move any 
units that aren't digging in until 
you want to stop or your activity 
points are depleted. Be careful 
though since a depleted unit 
cannot fight in the third phase. 

The COMBAT PHASE is where 
you can attack any enemy units 
that have revealed themselves 
although you may come under 
artillery fire yourself. Some 
units have stronger fire power 
than others and their range also 
varies. 

Next come the ASSAULT 
ORDER and ASSAULT PHASES 
where you can order units to try 



to overrun adjacent enemy 
units. However enemy units 
may also move at this stage and 
fire again on you. 

Your objective is to control the 
town, which is particularly diffic- 
ult to take and on later levels you 
may even have to defend it 
against a counterattack. Another 
problem on the higher levels are 
mines which can halt a unit in its 
tracks and end its movement 
phase. 

BW 
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Droll scroll 



When vou first appear on screen 
all you can see is yourself and ihe 
animals. To make ihe rest of the 
scenery appear you have to move 
left or right and the screen will fill 
in. 

There doesn't seem to be any 
real purpose in this and it bec- 
omes distinctly tiresome after a 
while. Frustration like that led to 
the discovery of a cheat method 
of warping through the screens. 
We won't tell you what tt is lyet) 
but try experimenting with ihe 
keyboard. 




ft 



□RIQINAUTY 



1 58% 

OPAPH.CB 



if you were expecting lots of 
circus tricks and acrobatic 
action - forget it this is a plat- 
form game. 

You play Sid Chip who must 
get through 20 screens of 'circus 
rings' filled with the usual form 
of platform obstacles and nast- 
ies. On each ring there is an exit 
which is extremely tough to get 
to and leads to the next screen. 

Sid can only move left and 
right or jump and has to work 
out the exact route to the exit 
because there is only one cor- 
rect one. 

There's a variety of platforms 
and creatures to bar your way 



and contact with anything that 
moves is fatal. Disappearing 
platforms can cause problems 
and often drop you into the 
clutches of an animal or some 
waiting man trap. 

All the animals follow regular 
patterns, some moving in circ- 
les, others straight across 
screen. Most are easy to avoid 
once you've got your jumping 
timed right. Animals like the 
kangaroo which hops across 
screen are well done but for the 
most part the graphics and 
animation are crude. The tune 
also is pretty horrible and you'll 
rapidly turn the sound down. 

OPERATION WHIRLWIND 



Nice cheat if you can find it 
rf instructions. 



f\ f\ f\ l Simple platform game with 

20 




*~\ + n/ Yokky blocky graphics r\ A Q/ You might be inspired ro 

O I /O e * ce '" ,or,heo ° dn ' ce ££t/0 seea$cnren - 0,tw0 




You have an energy bar which 
runs down from nine to zero and 
once it runs out, you explode in 
the same way as when you 



Know your forces 



The units you control all have dif- 
ferent characteristics. 
BATTALION HQ: crucial unit, DO 
NOT LOSE IT. Scores big points if 
in town at end of game. 
RECONNAISSANCE UNIT; 
moves fast to draw out enemy 
units. 

Infantry company: stow and limit- 
ed range but great for mopping 
up and assaults. 

ENGINEER COMPANY: excellent 
ftre*power close in and essential 
as they repair the blown bridges 
over the streams. 
LIGHT TANK PLATOON : fast with 



touch an animal. You start with 
five lives and an extra one is 
awarded every five screens. 

BW 



ORIGINALITY 



good range, an excellent vang- 
uard. . 

Heavy tank platoon: again fast 
and great range, essential for 
ward unit with big Fire-power. 
ARTILLERY BATTERY: massive 
range and fire-power but suscept- 
ible to enemy fire, hold back 
behind lines. 

ENEMY INFANTRY COMPANY: 
similar to yours but very dogged 
ENEMY TANK OR ASSAULT 
GUN PLATOONS: outgunned by 
your armour but also very persist- 
ent. 



83% 



Excellent instruction 
booklet plus choice ol 
difficulty level. 
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FORBIDDEN FOREST. Anolher 
great US classic, reckoned to be 
one of the most evilly atmos- 
pheric programs of all time. You 
are alone in a mysterious forest, 
armed only with a bow. and 
night is falling. Savage spiders, 
a serpent, a dragon and spear- 
wielding skeletons are among 
the horrors you must face. Terr- 
ific music puts the seal on a pro- 
gram you'd better play only dur- 
ng daylight hours — 
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Zzap! 64 sizzling subscription offer 

Yes, I want to subscribe to Zzap! 64 and receive two US Gold games. 
(Offer closesJuly 31st, 1985). 



Name 



Address 



Post code. 



The games I would like are (circle TWO) : 



Tapper Zaxxon 



Drop Zone Super Huey Spy Hunter 
Forbidden Forest 

enclose a cheque/postal order for £17.50 made out to Newsfield Ltd. 
Post to: Zzap subscriptions. 1-2 King Street, Ludlow. Shrops,SY8 1AQ 
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This overlooked and under- 
rated game, originally put 
out by Mr Chip software, 
has been a personal favourite of 
mine for some time. Now that 
it's been re-released by Master- 
tronic at a ridiculously low price, 
it'll hopefully prove the same for 
a lot of other people. 

It's a motorcycling stunt 
game, complete with simul- 
taneous two-player action (or 
just one player against the clock) 
and a high frustration and addic- 
tion element. 

There are eight obstacle 
courses to choose from and you 
must guide your rider as quickly 
and carefully as possible over 
any combination of three of 
them. Your bike is controlled 
through joystick or keyboard 
and can accelerate, decelerate, 
wheelie and jump. 

Two people can race simul- 
taneously, thanks to the split 
screen display which independ- 
ently shows one player's prog- 
ress on the top, the other's on 
the bottom. Each course is 
roughly eight or so screen- 
widths long, so the picture 
scrolls smoothly from right to 
left to show the various obst- 
acles and hazards to be crossed 
as they come. 

There are a variety of hazards 
and the skill lies in selecting the 
right form of control for each 



combination of hazards. Some 
need to be taken slowly, others 
quickly, and you have to learn 
the right timing for your jumps 
and wheelies. 

If you get it wrong your rider 
will be ejected from his bike, 
complete with a WEEEOOW! 
noise, and lay comatose for a 
frustrating couple of seconds. 

You will then be moved along 
the bottom of the course until a 
suitable re-entry point (deter- 
mined by the computer) is 
reached. However sometimes 
the computer restarts you at a 
position where it's impossible to 
complete the next stunt. This is 
extremely annoying, but it's the 
price you pay for falling off. The 
thrill of having a fast, clean run 
more than makes up for it. 

The time for each individual 
course is displayed at the top of 
each player's screen along with 
the combined time for all three 
courses. If your combined 
course time is fast enough then 
you can type in your name for 
the high score table. This dis- 
plays the top five players' names 
along with the three individual 
course times and the total time 
achieved. 

As well as playing a simul- 
taneous two player game you 
can play a one player, or alter- 



The different 
obstacles 

HEDGES. PILES of TYRES and 
BARRELS All of these must be 
either driven over wry quickly Ot 
jumped where possible, so as not 
!o get stuck 

ROUGH GROUND. GATES. 
BRICK WAILS and SCREEN 
WALIS Must tie driven vvut 
'flirty slowly 10 f,leo» then* Rough 
lirntind can iiMially lie jumped, as 
can some i >f dm gates and screen 
walls hnck walls, unfortunately, 
cannot 

LORRIES and BUSES Theso can 
tie either simply driven over at 
any speed o< lumped. 



CARS. VANS TELEPHONE 
BOXES. WATER and DIPS along 
the courses, must all bo lumped 

OTHER FEATURES of the courses 
include steps Ito go down at. at 
high speeds! and ramps (as an aid 
to jumping I. 






The best way to play this 
game is with two players 
simultaneously. Even 
without a friend to challenge 
you this provides an 
incredibly addictive and 
frustrating game as you 
zoom, leap and bound over 
all the obstacles. Going for 
those low, low times will 
keep you coming back to this 
game for months. The most 
incredible thing about it is its 
price: £1.99, Go get it NOW. 
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1 . MOTOR MADNESS After fast 
sian over some tyres, plenty ot 
tan vans, buses and lorries lo 
lump Ai the end ol the course a 
nasty sal of barrels lead up to a 
pamculaily tricky set o' jumps 
over a bus. van and car (length 
w.»yst). 

? RIDE IT ROUGH Some rough 
UfOund at the itan is tollowed by 
,i \oad of lyreti and barrels. Nvn 
continuous po! holes to |ump 
nver ami a further, linal bumpy 
nde 

3 errs n pieces a stow <idt 

over a bnck wall starts the course, 
followed by some hefty jumps, 
over screen walls and six tele- 



The eight courses 

phone boxes. Eom sawtooth style 
ramps luad up to a Peachnrous 
water jump and thr> finish line 

4 JUMPS GALORE As the title 
suggests, plenty of thing-. Lmuh ip 
in this one Water, vans, bus»s. 
and a lorry mo nil there fo< Hit 
jumping plus tbn added bonus of 
a great *ki tump at Ihe end of 'ho 
couise 

5 UP N' DOWNER Plenty ol dH 
iii. uli |umph Ibtuuuhout tho 
course over woler. rough 
ground, tyros and moit wjtei 

6 STRETCH OF WATER it sians 
wdb u watet |ump mil H 
carries on with more .tiling, Hie 



way Highspoi of ih« courts iand 
source of much annoyance! is the 
lung set Ol watm lumps "'ear tho 
beginning. 

7 PICK N' MIX Wall" |urnps. 
gutui. pot hole*, steps nea'ly 
everything rusty there 15- « 
thrown in this one 

8 SOUTHS SELECTION Named 
jfu.T the programme!. Sbaun 
Southern there's a gieat select- 
ion ol nasty bits throughout 
Stads witii a just about possible 
to |ump' gate and ends with a 
lump over some telephone 
Ixixos. and a quick spud down 
son insteps, to cross incline 



nating two player game. The 
option also exists lo have an un- 
inspiring one voice rendition of 
the television program's theme 
tune played during the game. 
There's a better piece (the Can 
Can} played on the title screen 
and there are fairly realistic 
motorbike drones throughout 
the game. 

Apart from some unrealistic 
clouds, the graphics are excel- 
lent. The definition of bike, rider 
and course hazards is good, with 
a great use of colour all round. 

GP 
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INfj PSi 




Argue ProBB/Lothlorien, £9.39 



joystick or keys 



• Real-time war game set in World War 2 



This is another of the new 
genre of war games that 
dispense with the comp- 
licated charts and figures and 
become user friendly. 

It's a re-creation of the second 
world war battle of the Bulge in 
which the Germans made their 
last ditch effort to smash the 
Allied advance on the Western 
front. All the action takes place 
in real time — in other words, 
the situation is being updated all 
the time; the computer doesn't 
stop while you're thinking about 
your moves. 

It's your responsibility to con- 
trol all the Allied or German 
forces. The playing area is four 
screens long and three high. On 
it are shown both side's forces, 
the terrain and towns. The allies 
have three types of armoured 
units and two types of infantry 
while the Germans have Panzer 
units, infantry, motorised infant- 
ry and moving and stationary 
artillery. 




/ was sceptical . 
about a real-time w 
game but after a 
couple of plays I was 

familiar with the 
landscape and action 
so tha t it wasn 't much 
of a panic. Playing the 
Allies, you are 
constantly under 
pressure until near the 

finish, and fighting 
this rear guard action 
appealed to my spirit 

of the under 
particularly sat 



The fighting and moving 
potential of all of these is deter- 
mined by the terrain, infantry 
being best in towns and armour 
on open ground. 

You start with most forces on 
the east of the map and the 
Germans have a large superior- 
ity. Each unit has a strength rat- 
ing which goes down in engage- 
ments and cannot be replenish- 
ed. You engage enemy units by 
being adjacent to them and if the 
strength of either reaches zero it 
is wiped out. 

Unit movements can be order- 
ed using a cursor but these 
moves are limited by the type of 
terrain and unit involved — 
some may take several 'days' to 
complete. 

The game starts on December 
16, 1944 and continues till Jan- 
uary 3, 1945. On each new day 
you are informed of the weather 
conditions, which affect move- 
ment and Allied aircraft, and 
whether reinforcements are arr- 



Battleground 
Terrain 

MOUNTAINS/HILLS: appear in 
large numbers on the north-east 
of the map and severely hamper 
movement of all units. 
FORESTS: restrict movement of 
armour and appear as single 
trees. 

RIVERS: also restrict armour 
movement unless crossed at a 
town with a bridge. 
OPEN GROUND: units can move 
very quickly and breakouts are 
much easier. 

TOWNS: can be of several differ- 
ent types and the larger ones 
have greater points values when 
possessed. 



iving, If the weather's clear. 
Allied aircraft will reduce the 
supplies reaching German units. 

You can use the cursor to in- 
vestigate the current status of 
enemy units and towns. Towns 
are worth points if in your pos- 
session, some more than others, 
as are your units still fighting. 
The points score on January 3rd 
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• Simple four-stage ehoot 


mm up 




This very simple Scramble 
type game puts you in 
control of a helicopter. 
You have a mission to destroy 
what is supposed to be a virtu- 
ally impregnable enemy base 
built into the side of a cliff. 

The screen scrolls from left to 
right smoothly and your heli- 
copter is placed on the right 
hand side of the picture. It can 
simply move up, down or fire. 

There are four types of action 
screen. The first puts you under 
fire from advancing helicopters. 
Shoot these and also shoot the 
non-firing jets and helicopters to 
gain bonus points. 

Next comes a bonus screen. 
You have to refuel in mid air by 
guiding your fuel nozzle into the 
fuel pipe of the giant aircraft. Do 
this and you'll gain a huge 100 
point bonus, fail and you'll lose a 
life. 

The third screen involves 
dodging balloons, airships and 
evil swans. As they move up and 
down you have to thread your- 
self between them. You can't 
shoot anything, so swift man- 
oeuvres are of the essence. 

Once you've dodged every- 
thing you return to the bonus 
screen, which is exactly the 
same only this time the plane is 
a little lower. 
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will determine who has achiev- 
ed or claimed a victory. 

There is a pause command to 
give you time to think and a two 
player option where both sides 
plan moves at the start of the 
day which are then enacted. The 
computer is a tough opponent 
but you may find a human one 
less predictable. 

A global map allows you to 
view the whole battle area and 
there is also a save option. At the 
end of each battle you can exam- 
ine the situation and see just 
where you might have improved 
your strategy. 

BW 



i PRESENTATION 



~7 & O/ Historical background m the 

/D70 
GRAPH 



ff\ instructions options on 
colours, !or2p 



CO O/ Good landscape and unit 

DO /o chaiacte,s 



fast and furious war 
simulation, unlike the 
normal slower-paced 
ones. This is the sort 
of war game you can 't 
leave for more then 
two seconds, and you 
have to concentrate 
non stop Nice, big, 
clear graphics and 
uncluttereil. simple 
y tions makes 




naiN 



A-JQ/ The battle ol the Bulge has 
tj. f /q been done before and 



gamgplay isn't that new. 



HOOKABII 



/>O0/ Quite absorbing as you 
QQ /q familiarise yourself with the 



STABILITY 




63 ^/ 



r\ plan but once cracked mav 
* pall. 



You then move to the final 
screen. This is the enemy's re- 
actor and you have to destroy 
this to accomplish your mission. 

The reactor lies embedded in 
rock, and there are three heli- 
copters guarding it. Two move 
up and down tracking your 
moves and the other one takes 
off from the bottom and moves 
up the screen firing at you. You 
have to shoot three bombs into 
three small inlets which lead dir- 
ectly to the reactor. This is quite 
tricky since a) the helicopters are 
[racking your moves and there- 
fore blocking your bombs; b) 
There's another helicopter ris- 
ing up the screen firing at you; 
and c) the gaps to shoot the 



/ first saw this game 
- i the 'orrib/e One 
' it hasn't changed 
wersfan except 
iroving the 
3. With four 
and six skill 
levels I found it 
entertaining and 
pretty tough too. 
Certainty a great 




bombs in are about 2 pixels 
wide. 

Even so it can be done. When 
you do complete the mission, 
you simply start again, moving 
up a skill level (there are six). As 
you progress through the levels 
everything becomes faster and 
you have to survive for a longer 
time before finishing a screen. 

JR 







tood. I th 
s quite a 
e whet) it 
out for the 
1 that it's made a 
delayed lump up to 
I don't think so 

■aftt The 
ics and sound 
'dokeybutthe 
_ i ol the three 
of action (well, 
three and a half 
including the 
refuelling stage) 
meant my interest in 
the game < 





A really basic shmup 
which would have 
done the BBC proud 
about three years ago 
With only tour screens 
of action toe 
you this does 
make an im, 
so the graphu 
decent, the game 
is fairly 
and it's 



In-game instructions, hi 
score C 
tevett 
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ORIGINALITY 

OQO/ Simple shmup i 



O C\ O/ s " n P' e Shmup with nothing 
^j^J tQ very new except refuelling 



screen. 





f~ O O/ Great refuelling plane and 
DO TO ^korsky helicopter, 

9 /u ot herwise plain. 

! ! 



O/ four different screens 

D I /o * f " cncanDet, <' , ' c <''"< 



master. 
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VALUE FOR MONEY 



CfiO/ A nice cheap shmup but 



ZZAP! 64 July 1985 45 



THE BIRTH OF A 
PARADROID 

Over the next few months we're running a 
special series of features covering in detail 
the way a computer game is developed. We 
shall be following its programming, produc- 
tion and promotion actually through the eyes 
of the people concerned. The game we've 
selected fo r the job is the new one planned by 
HEWSON CONSUL TANTS, provisionally 
called PARADROID, which is due for release 
in the autumn. It's being written by Hewson's 
ANDREW BRA Y BROOK, whose previous 




thinking behind the game 



game GRIBBLY'S DAY OUT gets a Sizzler re- 
view in this issue. This month we're printing 
the first of several extracts from Andrew's 
diary. By the time the series is complete you'll 
ha ve obtained a unique insight into the way a 
software house goes about its work. 



Wednesday May 1 

Zzap 64 have asked me to keep 
a diary and today I have to start 
it. Feel like a mega-star. Decide 
not to let it change my life. 

Design form on which to lay 
out my robot data detailing 
which sprites make the picture 
and other bits and pieces. Feed it 
into Easyscript and run off a few 
copies. Feel pleased because it's 
cheaper than photocopies. 

Decide I need a bank of words 
to choose from to describe each 
robot. Write a Basic program to 
load in the codes. Rediscover 
how much I hate Basic prog- 
rams. 

Spend half an hour at end of 
day trying to think of something 
interesting to write in new diary. 
Fail. 



Friday May 3 

Get menu screen working so 
that icons appear and are corr- 
ectly highlighted. Feel pleased. 

Find error in robot display 
routine. Fix it and a six-sprite 
robot appears in all its glory. 
Great! 

Program is just about stable 
enough for Robert at end of day. 
Everything has gone well. Too 
well. Robert has a habit of 
mangling things that I write. 



Andrew Braybrook's 
ination of his plans for 

iradroid: 

iy was all cute so this one 
ing to be high-tech. It is 
around a large space ship, 
tat you actually play on is a 
rolling large-scale view of one 
the decks, seen from above. 
You'll be able to access a plan 
ti the whole deck but you won't 
>e able to see the details on that. 
Another screen will be a side 
view of the ship so you can see 
where the deck is in relation to 
the whole ship. Other views inc- 
luding logging on to the ship's 
computer 
The things you actually play 
frth are robots shown from 
ibove. There's going to be lots 
>f them. If you want to know 
tore about a particular robot 
'hat you do Is log-on to a com- 



»m miuuyri an nil r-Jtiuu 

iel large side view pictures 
iu can select things to get 
information. 

been working hard on it 
four weeks, but I was 
on utilities - programs 
make the finished game - ' 




that. I always like to do 1 
actor set first because 
time while you're thinking atioul 
the rest of it. It's probably 
easiest thing that you can d< 




ie. 



arcade Gnbblys \ want 
a non-violent game. All of the 
zapping and vroler 
couldn't get Into Grt 
be going into this one. 

Last week we designed the 
game's 20-deck space-ship, but 
I'd Itke to actually build one fust 
to make sure it all works — all 
the lift shafts tie up and the 
decks tit together Maybe I'h 
using Lego. Dunne, it 
work. 

So far I've got a little 
skating about inside a test c 
plan. You can log onto a con- 
sole, select an option, make 



jf it 

of it 





Ho f rrifa 'e- I'm g 



Thursday May 2 

Must prepare working copy of 
game to date to give to Robert 
(chief test pilot) for his com- 
ments before weekend. Sudden- 
ly realise this means writing and 
debugging complete console 
log-on procedure. Decide not to 
panic. 

Grill Steve (Steve Turner is 
another Hewson programmer) 
on how he did the scroll in 
Avalon. Decide to do console on 
same lines. Have to design 
meaningful looking icons. Not 
easy. True test comes when 
someone tries to identify them. 



Tuesday May 7 

Arrive fresh and keen after the 
extra day off. Have bought my 
own C64 at last. No need to stay 
behind 'til ten o'clock playing 
games any more. Only cost me 
£139. Feel a bit disloyal towards 
my old Dragon 32. 

Got comments back this 
morning from Robert (our chief 
Test Pilot). Not too bad consider- 
ing. Scribbled some notes on 
the changes necessary. The 
main robot graphic was indist- 
inct on his TV and as this will be 
on the screen nearly all the time 
it will have to be enhanced. Also 
wrote routine to display the 
small scale map. 

Also in the post was a new 



cartridge Monitor program 
which I'd ordered. (A Monitor 
program lets you look at what 
the C64 is doing by displaying 
memory and registers, etc on 
the screen — Ed.) Perhaps it's 
my lucky day? It looks useful 
with lots of juicy commands in it. 
However the game must be 
altered a bit internally to fit the 
Monitor — it'll have to save 
some of its variables elsewhere. 
Haven't decided where yet. 

Overall the day has been a bit 
slow but pretty good nonethe- 
less because of the arrival of the 
new tool. 



a big picture of ft. inept 
all eight sprites com 
maximum available o 
any one time). Despi 
view from above, I 
won't be able to see 
behind a wall You'll 
into a room to actually 



Wednesday May 8 

Mapped out the side elevation 
of the ship and designed some 
graphics to display decks and 
lifts. Worked hard on the routine 
which draws the deck plan to 
convince it that it can also draw 
the side views. It listened to me 
in the end. At least I think it did. 
No doubt it's got some nasty 
trick up its sleeve even now. 

The space ship had to be 
shortened to fit the full side view 
on to the screen — I used a bit of 
artistic licence and felt happy 
with the result. 

Oh no! The first accident with 
the new Monitor. All today's 
graphics in jeopardy when the 
Monitor decides to lock up. I hit 
the reset switches (both of them 
— one on the Monitor cartridge 
and one on the C64) to try and 
rescue things but to no effect. I 
sit fuming at the machine. 

Up jumps Steve Turner with a 
bright idea. Two or three times a 
week we get a mains spike 
(courtesy of the electricity 
board) which causes the C64 to 
crash but with its memory still 
intact. Perhaps if we generate a 
spike of our own I can regain 
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DIARY 



control of the machine. . . . 

Decide against ringing the 
CEGB to ask them to switch off a 
power station or two. Instead 
Steve starts leaping round the 
room switching the fan heater 
on and off. Very entertaining. 
Needless to say it doesn't work. 

Eventually Steve begins to 
tire. I give up and pull the plug 
out. Nothing for it but to key the 
stuff in again 

At the end of the day I start 
coding the map of the side elev- 
ation of the ship in hex (a 
number system used extensive- 
ly in machine code program- 
ming). This time I do it on paper 
first. I'm not going to trust that 
Monitor again for a while. 




Thursday 9 

Continued with the hex of the 
side elevation and keyed in 
some new routines which de- 
code the deck data into a plan 
view. Did some other mods 
which Robert suggested. 

More fun and games. I dis- 
cover that my Assembler {the 
program which generates 
machine code fmm the progr- 
ammer's assembly code) won't 
work with the new Monitor des- 
pite claims to the contrary by the 
manufacturers. Consider merits 
of abusive phone call. Decide 
such action would not fit my 
image and wouldn't do any 
good anyway. Resign myself to 



lots of plugging and unplugging 
of the cartridge every time I want 
to assemble. Lay plans to wire 
up or buy some hardware to fix 
the problem. In the meantime 
write myself a note in capital let- 
ters REMEMBER TO UNPLUG 
BEFORE ASSEMBLY. I only 
forget every other time. 

Despite problems cartridge 
works quite well and has already 
rescued me from one screen full 
of rubbish. 

Time to assemble and have a 
look at progress to date. Aha! 
The small deck plans are not 
appearing on the screen. I scrab- 
ble through the code and after 
some head-scratching I discover 
the, er, deliberate error in the 
plan routine. Assemble again 
and Bingol There they are. 
Wrong colours but still encour- 
aging. Most other fixes appear 
to have worked, ie. not working 
as planned but not crashing the 
machine either. 

Modern technology fails 
again. I attempt to straighten my 
shatterproof ruler and it shat- 
ters. Middle section flies past 
Steve's ear and frightens the cat. 
Can't find where it landed. 




Monday May 13 

Back to grindstone. Tackle 
deck plan and get it looking res- 
pectable but side views could do 
with dressing up. Not pretty 
enough yet. 

Major graphics update takes 
most of afternoon. Design a new 
robot. It comes out looking like 
Kenny Everett with short legs. 
Ponder — do robots have 
beards? Decide to leave it for the 
moment. 

Rage and frustration! Some- 
thing in machine is eating char- 
acters and gobbling sprites. 
Decide to remain cool, calm and 
collected. 

Doesn't make any difference. 
Nasty munching continues un- 
abated. 



Tuesday May 14 

More frustration. About to test 
program when one of data files 
disappears from disk. Inspect. 
Machine tells me there are 667 
blocks out of a possible 664 on 
disk. Decide this is not logical. 
Wonder how Dr Spock would 
cope. 

Missing file is lost in seventh 
dimension of Commodore brain 
cells. Return to back up and key 
data in again avoiding Monitor 
in hope of not repeating this 
fiasco. 

Back to graphics. Steve 
suggests my subtle grey colour 
scheme for side views is boring. 
Debate ensues. I lose. Try new 
psychedelic combinations. 
Eventually agree grudgingly to 
white, yellow, orange and red. I 
grumble. 

Add some more graphics. 
Now diagonal lines are causing 
herring bone effect. Horrible. I'm 
going to have to change all 
graphics. Bleaaahhl 




Wednesday May 15 

Right. Today's the day. Can't 
delay any longer. Have to write 
the routine that hides the robots 
except when they're within sight 
{a bit like hiding the ghosts in 
Pacman except when they're in 
your corridor). Idea comes from 
a game called Survive which I 
wrote a few years ago on an IBM 
mainframe. Up to six players all 
trying to ram or shoot one 
another with two computer con- 
trolled assassins. You knew 
when there was another player 
on your level but you couldn't 
arways see them. Never knew 
what was around the next 
corner. Great stuff! 

Oh joy! Mid-afternoon and the 
routine is in and works first time. 
Steve claims that he was the one 
that thought how to make it 
work. Typical. 



PUT fl HEX ON 
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■ n numerous aspects this 

■ game is incredibly similar to 

■ that superb US classic Forbid- 
den Forest. It has the same basic 
scenario, a similar opening 
sequence, similar sounding 
music and similar looking 
graphics. New Generation tell us 
the programmer, having had 
only a single sighting of Forbid- 
den Forest (and being possess- 
ed of a photographic memory) 
set out to improve on it. We 
don't think he succeeded. 

The action is set in the 
Amazon rain forest where a lone 
native (you) has to survive seven 
challenges. You are armed only 
with your trusty blowpipe and a 
limited number of poison darts 
with which to fend off the deadly 
forest inhabitants. 

The game takes place on a ser- 
ies of three scrolling back- 



AMAZON WARRIOR 



law Generation. £7. SB cbbs, joystick only 



Attempt to improve on 'Forbidden Forest' 



The Amazon Hazards 



STAGE ONE (jungle); Red and 
yellow snakes which come in al 
angles Irom the (op of the screen 
STAGE TWO (jungle): scorpions 
appear from both sides of the 
screen and sting you with their 
tails. 

STAGE THREE Ijungle) head 
hunters and spears Shoot the 
former horizontally and avoid the 
latter. 

STAGE FOUR (caverns): vampire 
bals suck the blood out of you and 



grounds. The first area is the 
jungle where you have to defeat 
three types of enemy. The 
second and third phases are the 
Caverns and the ruined Temple 
each of which have two types of 
(increasingly tiresome 
enemies). 

Your man appears at the bot- 
tom of the screen carrying his 
blowpipe and 40 darts. You have 
to load the pipe first and then 
shoot the oncoming creatures. 
The pipe can move through an 
arc of firing positions from low 
left to low right. 

Shooting enemies is very diff- 
icult at first since the shooting 
angles aren't at all obvious. You 
can get t he hang of shootin g 
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STAGE FIVE (caverns): wraiths 
come in from half way up the 
sides of the screen and carry you 
off by the head 

STAGE SIX itemple): spiders and 
blocks of rubble fall vertically 
from the top of the screen. Shoot 
the former (or they wrap you up) 
and avoid the latter. 
STAGE SEVEN (temple): queual- 
coatus is a large flying dragon 
who will carry you away in his 
jaws. 



i 



When I saw the title 
screen, heard the 
musk and played the 
ame, my suspicions 
were confirmed — 
another Forbidden 
orest' The graphics 
the only thing to 
been improved 
sound and 
play have 
orated badly. In 
my view Amazon 
Warrior tarnishes not 
only the reputation of 
the original game, but 
that ofNew 
Genuration. 





each of the beasts but some of 
the angles (and misses!) are 
quite surprising. 

You have to shoot a specified 
number of animals on each 
stage to prog ress to the next and 
the number increases on each of 
the four skill levels. At the start 
of each stage, except the last 
two, you are given a fresh set of 
three lives and 40 darts. 

The backgrounds scroll really 
smoothly and in perspective 
with a near background and a far 
background. The graphics are 
nice and colourful, and while the 
music isn't up to Forbidden 
Forest's superb standard it's still 
reasonable. 

BW 




late and 
i know- 
don. I 
mtrols 
mdthe 
constant similarities 
FF insulting to the 
•ngmal Itwou'dbeall 
ight if it offered better 

gameplay, but it 
doesn't. Once you've 
worked out a level, 
you can do it 






Excellent scrolling 
backgroun 

fietettait 
3UND 



O / Excellent scrolling 
Ay n background and good 



I- A n/ Difficult blow pipe control 
54 TO makes progress tough. 

STABILITY 




Music isn 't as good as 



69% 

VALUE Ft 



ft forbidden but one or two 
" nood effects 



60% 



Very tough but unaddtcttve. 



51% 



It youve got Forbidden 
forost forget it. 
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EXPERIENCE ONE TO ONE AIR COMBAT WITH MAJOR BILL STEALEY 

UNIQUE TWO PLAYER COMBAT- 5 SIMULATED KOREAN WAR AIR BATTLES 



miGBLLEV 




U.S. Gold Lid.. Unit 10 The Parkway Industrial Centre Heneage Street. Birmingham B7 4LY. Telephone: 021-359 3020. IcHex: 337268. 



Now YOU can fly with the 
legendary Red Arrows - 
in the most challenging 
flight simulation ever! 



It's the most exciting flight simulator ever 
written for a home computer - the product off 
many months of dedicated work by some of 
Britain's top programmers, enthusiastically 
aided by the talents of aircraft designers. 



Be a VIP visitor 
with the Red Arrows! 

Everyone who buys a Red Arrows computer 
program will be invited to enter an exciting 
competition. The winners will be given a VIP visit to 
the Red Arrows base at RAF Scampton, the wartime 
home of the Dambusters. Your visit will include two 
nights' accommodation at a luxury hotel. And while 
you are at Scampton you will be invited to sit at 
the controls of a Hawk. 



Now on sale at: 

BOOTS COMST Currys Dlxons 

Greens r ^^''^^'i UWBELfWS P(°g^OTID 

WH SM ITH and other leading computer stores 



ORDER FORM 



Tape) 5j"D'«: 3"Di»c 3 J' Disc 

ICB.9BI ICt 1 951 tC'2.951 IC1295I 

Amstrad □ N/A □ NfJA 

Atari □ D N/A N/A 

BBCB □ □ □ W/i 

Comm. 64 0 □ N/A N/A 

Electron □. WA N/A □ 

Spectrum □ N/A N/A □ 

I wish to pay by: 

□ Access/Masiercafd/Eurocard No 

■ tiii I I I I — I I — i — i — i — * i — ' — ' — 1 — 

□ Barclaycard/Visa No. 

' 1 ' i i I I 1 I I I ' J ' ' ' » 

□ Cheque/PO made payable to Database Publications Ltd. 

Name _ 

Address . . 



I 



Signed 



Sand to: Database Software, FREEPOST, Europe Houae, 
68 Chatter Road, Hiwl Grovo, Stockport SK7 SHY. 

(No stamp needed II potted In URI Plana allow 28 days /ordaltvan 



VOU CAN ALSO 
ORDER BY PHONE 



061-480 0173 

■ . -' hounl 



Don't loigat to quota row ctatM 
card numbet and full aildiess 



ddtess 



engineers, mathematicians - and the Red Arrow 
pilots themselves. 

Every ounce of power contained in the micro, 
and its enhanced sound and graphics 
capabilities, is used to give the utmost realism 
to re-creating the most spectacular aeronautical 
displays ever seen in the skies of Britain. 

You start by practising take offs and landings. 
Then, once you have won your wings, you fly in 
formation as part of the Red Arrows team. 
There's no margin for error as you fly a mere six 
to 10 feet from each other - at speeds of 
between 300 and 350 miles an hour! 

But the real drama begins as you plunge into 
the death-defying manoeuvres that have 
been thrilling crowds at air shows for the 
last 21 years. 

On the panel in front of you are all the 
instruments you need - plus a screen giving you 
an external view of the complete formation you 
are flying. Slip out of line for a second and the 
eagle-eyed Red Leader will be on the radio 
ordering you back Into position. 

The program comes with a detailed flight 
handbook that will soon give you the confidence 
to take YOUR place alongside the ace pilots of 
the Red Arrows, even If you've never flown 
before I 



This ts just one of the 
intricate manoeuvres you 
will be able to cany out 
with this program. 




Putyourself in the pilot's seat 
of the most manoeuvrable 
fighter in the RAF! 
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h units and Boss joysticks 




wherever vou go- 

:5Wico Boss joystick* features a hand 
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1 MURDER ON THI 
■ You can plaY the 
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detective as v" u 
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TIPS 



Rescuing the 

scientists in 
Airwolf 



I've been deluged by AIRWOLF 
(from Elite Systems) tips and 
maps this month — many 
thanks to all of you, especially 
Garry Cuthbertson of Gosforth. 
Newcastle-Upon-Tyne. Garry's 
map and tips were quite simply 
the most impressive and detail- 
ed set that I received. Take K 
away Garry 

At the start of each of your five 
missions, Airwolf is at the base 
in room A, at the top right of the 
map. Initially the door of this 
room is closed bul it can be 
opened by simply shooting 
where the helpful arrow points. 
When through this door, in area 
B, there are three ways down. 

Avoid the big red boulders 
which destroy Airwolf instantly, 
by positioning the helicopter 
above either the tube or wall in 
this area. Don't go down the 
middle passage as this is a dead 
end. 

On each of the five rescues I 
always shoot wall 1, making a 
sufficient gap for Airwolf to fly 
through. This is because when- 
ever you have rescued a scien- 
tist you have to return to base 
via room C which contains two 
'shield diminishing Martian type 
creatures'. Therefore shooting 
wall 1 allows you a safe passage 
straight through this room, thus 
saving shields. 

SCIENTIST ONE 

The first scientist is in room E. To 
get there, leave your base, go 
through area B and shoot the 
wall as outlined above. Then, 
avoiding the red boulders, fly 
down passage D and into room 
E. 

Lower the helicopter into area 
F where the scientist is, avoiding 
the bouncing bullet in the proc- 
ess. 

To return to base, do not 
attempt returning up passage D 



Gary Pen n sorts through your mountain of 
cheats, strategies and tactics. 

The trickle of tips that had come in prior to the launch of the mag 
has now turned into a flood since Its launch - and I'm real 
pleased. Keep them coming in. But please, no more on GHOST- 
BUSTERS, SPY V SPY and BRUCE LEE unless they're cosmically 
original. Oh, and no more PYJAMARAMA solutions either, 
please. 

Now I've got that off of my chest, here are this month's tips. 
(Next month I'll be revealing which three super-tipsters have 
won our prize disk drives. Some of their tips may be among 
those in this month's section . . .1) 



as this leads to your destruction 
through a boulder. Instead, 
shoot wall 2 and fly up passage 
G following the deadly lift to the 
top. Once at the top, fly quickly 
to the right to assure minimum 
shield loss from the lift. 

Now shoot wall 3 and fly 
through room C.area B and back 
to base using the previously 
.mentioned methods. 

SCIENTIST TWO 

Fly to passage G by the same 
route as the first scientist (rem- 
embering to shoot wall 1) and 
follow the lift up with Airwolf 
facing left. This time fly left into 



room H. Even though you may 
be able to see the scientist, don't 
try rescuing him yet as you will 
bump into the sides of the walls 
and lose shields. 

Instead, avoid the bouncing 
bullet in this room and shoot at 
arrow J. This floods the scientist 
bay causing him to float to the 
surface, where he is easier to 
rescue. 

You may have noticed that the 
door to this room has now 
closed and you are locked in. 
Don't worry - if you now shoot 
arrow K, the bouncing bullet 
stops and the door opens. Now 
return to base through room C 



as before. 

SCIENTIST THREE 

First of allshootwall 1 when you 
are in area B. This time though, 
you take a different route by 
flying down passage L, avoiding 
the boulder, and fly around the 
corner at the bottom. Now shoot 
switch 4 on the right to remove 
the force field below you. Des- 
cend, and you will see a buggy 
passing below you along a 
double thickness track (Area M). 

What you have to do here is 
position Airwolf in the forward 
position and shoot a hole 
through the track, big enough 
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Breaking the Sorcery spell 
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I've had some pleas from people 
who can't quite finish SORCERY 
from Virgin. Despair no longer 
for MICHAEL DAVIS of Wether 
by, Yorks has sent me the com- 
plete solution. So here it is 

A: THE WOODS. Go straight 
through the door at the left hand 
side. 

B: THE WOODS. Go straight 
across and through the bottom 
left door. 

C: THE WOODS. Pick up the club 
at the bottom left hand corner of 
the screen. Go through the door 
at the top left comer. 
D: THE WASTELANDS. Directly 
in front of you as you enter will 
be a face on what looks like a 
piece of wood. Stand on top of it 
■ the face will disappear and you 
can go down and through the 
door at the bottom left of the 
screen. 

E : OUTSIDE THE CASTLE. Go up 

and across the screen, through 

the top left door. 

F: THE CASTLE. Pick up the 

sword and go through the 

bottom left hand door. 

G: OUTSIDE THE CASTLE. Swap 

the sword for the gold on the 

other side of the tree. Go back 

through the top left door. 

H: ABOVE THE CLOUDS. Swap 



the gold for the key and return 
through the bottom right hand 
door to G. Swap the key for the 
sword and kill the monk at the 
bottom of the screen. Collect the 
key again and go through the left 
hand door. 

I: 8Y THE RIVER. Go across the 
screen and land on top of the left 
hand door. Now here's the tricky 
bit - You have to get through the 
door without touching the water 
below, or you'll drown. 
J: BY THE RIVER. Push the joy- 
stick straight up or you'll fall into 
the river. Go across the screen 
and land on the face on the log - 
the face should disappear. Now 
go down and through the door 
to the left. 

K: IN A DUNGEON. Go through 
the bottom left hand door. 
L: DARK DUNGEON. This room 
is in total darkness except for the 
flash of lightning. Go about 
three quarters of the way across 
the screen and you will go down 
and land on the cauldron. This 
will replenish your energy, and 
also give you a potion. Go back 
through the top right hand door 
into K. Then go up and through 
the top left hand door into M. 
M: THE WILDS. Go through the 
bottom left door. 



N: THE SWAMP. Push the joy- 
stick straight up as you enter (to 
avoid drowning) and go and col- 
lect the candle. Go through the 
bottom right door into M, using 
the same method as used in I. 
Go through the top right hand 
door into K again, and through 
the bottom left door into L again 
(It will now be visible as you 
have the candle). Exchange the 
candle for the key, avoiding the 
water, and go back out of the 
room into K. Go through the top 
left hand door into M, across, 
and through the bottom left 
door into N. Go straight up or 
you'll drown, and go across and 
through the top left door. 
0: NEAR STONEHENGE. Go to 
the face on the log, drop down 
and collect the poison. Go up 
and through the top left door. 
P: NEAR STONEHENGE. This 
screen can be difficult. Go down, 
avoiding the water, and swap 
the poison for the wand. Keep 
the fire button pressed to dis- 
pose of the ghost. Take the 
poison and go through the left 
hand door. 

Q : AT STONEHENGE. Simply go 
and land on the middle table and 
you will have completed the 
game - Wow 



for the Airwolf to fit through. 
Descend through this hole and 
place Airwolf at point N, facing 
left, and as close to the right as 
possible. 

Drop down and shoot switch 5 
but fly directly up again as the 
big brown boulder starts rolling 
and will destroy Airwolf. When 
the boulder is far enough away 
drop down again, turning Air- 
wolf right, and shoot button 6 
(Previously covered by the 
boulder). This will open up two 
doors at point 8. 




Now fly left and shoot switch 7 
eliminating the force field. Go up 
and collect the scientist from 
area P. 

To return to base fly back to 
area M but instead of going up, 
fly left along passage W and up 
until you reach, and shoot 
through, wall 9. Airwolf can then 
return to base as before, follow- 
ing the lift etc. 

SCIENTIST FOUR 

Shoot wall 1 in area B as before 
and fly to room E. Shoot through 
walls 2 and 9, avoiding the lift, 
and fly down into room Q. You 
now have two choices: 



Firstly, you can shoot through 
the walls and shoot the two 
switches at point R. This is very 
hard - if you manage to succeed 
however the satellite S falls 
down on your power switch 10. 
If it reaches the switch, Airwolf 
explodes. Therefore, you have 
to shoot it in mid-flight. You can 
now get to passage T. 

The easier option is to posit- 
ion Airwolf in a forward position 
approximately at point X. You 
may now be able to fly up past 
the satellite. However, all the 
time you are in this room you 
have to watch out for the bullets 
shot by the two face-shaped 
rocks on either side. 

When in passage T you have 
to fly around to area U, avoiding 
the 'pinball bumpers', which fire 
bullets along passage V, as best 
as possible. In area U you will 
notice falling rocks near the 
scientist bay, making it imposs- 
ible for Airwolf to rescue the 
scientist. However, if you shoot 
through wall 11, and shoot the 
top button, the force field 12 will 
be eliminated. You can now fly 



back up again and rescue the 
scientist. Return to base by fly- 
ing back to wall 9 and use the 
methods described earlier. 

SCIENTIST FIVE 

Shoot wall 1 in area B as before. 
Fly down passage L but this time 
quickly turn right into room Y. 
Once inside you are safe from 
the red boulder but now a flying 
saucer will quickly attack you. As 
soon as you shoot it though, it 
stops. 

You then have time to shoot 
through walls 14 and 15. If 
you're not quick enough, the 
saucer comes to life and will 
have to be shot again to save 
shields. Now descend down 
passage Z, trying to avoid the 
bullets. Stop Airwolfs descent 
near the bottom as there is a 
shooting force field. Turn Air- 
wolf left and by quick up-and- 
down movements and good 
timing, shoot -a way through 
wall 16. Fly Airwolf through as 
the force field disappears and 
shoot wall 17, move up and 
shoot wall 18. 



Keep shooting even after this 
wall has gone, as each extra hit 
knocks the steel bullet into the 
wall opposite. During this time, 
avoid the diamond shaped obj- 
ect which flies around by keep- 
ing it off the screen. 

Now drop down again and fly 
through the hole you made in 
wall 17, fly up into area 19 and 
rescue the scientist. Return to 
base by flying back past the 
saucer in room Y, out of the 
room and down. Shoot switch 4, 
eliminating the force field, fly 
left along passage W and up. 
Now use the same method for 
returning to base as previously 
explained. 

If you're wondering what the 
buttons in room 20 do, they are 
in fact no help to the mission 
whatsoever: onecloses the door 
to room 20, the other closes the 
door to room Y. 



Thank you, Garry. Right. Now 
you've absorbed that lot, let's 
see some massive high scores 
sent in to the Scorelord! 



> 
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Playing tactics for ALL 64 games . . . 



Now onto a very serious set of 
tips from Michael Caldwell of 
Forest town. Nottinghamshire. 
Michael is nearly as deranged as 
us here at Z*apl so it was with 
some interest these tips went 
round the office... 

When I • - ■>:, i my i" Irom setting 
my Beeb. I sal out lo find things tn 
common with a" games. IMPOS- 
SIBLE. I heat you cry - well It's not 

Over the lost two months 1 have 
been researching my theories and 
secrets and will now show them to 
the world! [Well, wouldn't you lor a 
disk drrvel I I may add that I have had 
100% success and I would like to hear 
Irom anyone who 'atls with my lips 
HE MEMBER these secrets are excl- 
usive lo Z2ap ( . so let's keep it betw- 
een me. Ihe gaieposi and the two and 
hall million other reooers. 

UNIVERSAL TIP 1. Find the round, 
black ihree pin plug and insen (his 
into the socket marked POWER, 
Then, follow ihe black lead unnl you 
meot a heavy, squat* box. Go over 



this box and continue /town the black 
line until an obstacle is reached. 

Pick this obstacle up. taking care 
not to touch the three deadly pins, 
and look around until you spot throe 
holes. Place the obstacle in these 
holes [only il ft fits!}. 

from ihe obstacle, follow the route 
back which you have already taken. 
You must now activate the main 
power source by pushing the switch 
next lo the plug into an upright pos- 
ition. 

Now, providing the mam energy 
source has no timer on it (mine 
hasn't), you should have provided 
the computer with endless energy 
(bewaro as this energy needs paying 
for at a later date). 

I assume that most readers know 
how to switch their TV on. but if not 
consult expert advice. I have encl- 
osed a simple map showing the 
above. 

UNIVERSAL TIP 2. Take the game 
tape and place it in the machine to be 
found by following the lead from the 
am pin strip on the back of the com- 
puter (don't forget to re-insert the 
connector to the strip after vou have 
found it or you will get lost on the way 
backl. Now press 'play 1 on this 
machine. 



UNIVERSAL TIP 3. Having done iho 
above you must do this quickly. Find 
the keys SHIFT and RUN/STOP on 
the keyboard and quickly press both 
at the same time, if this is done cor ■ 
rectly then your TV screen will blank. 
When this happens you are safe 

UNIVERSAL TIP 4 The hard part ■* 
now over and all that remains ie to 
take control of the machine There are 
two weak points which will give you 
control - both look the same 

Providing you have Ihe control 
stick you can dock at either 'port one' 
or 'port two' Beware, the computer 
sometimes swaps from port to port 
on different games - this is to slop 
you yetting control for a moment and 
can often result in death. 

Once you have control you are 
totally safe unless you you press any 
buttons If you do. you do so at your 
own risk as I have not researched 
much Further past this point. 

Yeah, nice tips Mike, afthough you 
forgot to say how you get the casset- 
tes out of the little boxes they come 
in Unfortunately this isn't a disc 

dnve/ competition so you don't win 
any prizes for your observations. 
Well, maybe something from the 
lucky dip — 




TIPS 



. . .and how 
to cheat! 



Graham Robertson from Kirkintil- 
loch, Glasgow was among the 
many other readers who sent me 
tips and maps on Airwo/f. But he 
also enclosed something rarely 
seen on 64 games today - POKES! 
Yes, some great pokes for cheat- 
ing at Airwolt - and it doesn't 
mean blowing up your 64 by 
attempting to reset itl 

First you must start loading the 
game by typing LOAD [RETURN) 
instead of pressing SHIFT/RUN- 
STOP. 

Wait for the tape to stop and the 
'READY' message to come up, 
after which you should type: 

POKE1010,141:POKE1011.5: 

POKE1012,128:POKE1013,76: 

POKE1014.226:POKE1015.252 

Check you have typed it corr- 
ectly and press RETURN. Now 
type in RUN (RETURN). The tape 
recorder will now start moving 
again and Airwotf will start 
loading. 

After some time [just before the 
coloured lines appear) the tape 
will stop and the 64 will reset itself 
as if it had just been switched on - 
don't worry, just stop the tape. 

You can now type in any comb- 
ination of the following three 
things: 

One: 

POKEI3013,169:POKE13014.6: 
POKE13015,141:POKE13016,143 
:POKE13017.34:POKE13018,234 
(Move the cursor up one line and 
press RETURN) 

This will give you infinite 
shields to practise going through 
the whole course. But. you can 
still get killed by the boulders so 
press RESTORE to restart the 
game if this should happen. 

POKE5026,252 (RETURN) 

This enables you to fly straight 
through walls, letting you see the 
whole course. 

Three: 

POKE501 9.22 1 : POKE 5020,248 
(RETURN) 

This stops you getting killed by 
any sprites (moving objects) 
enabling you to practise flying 
through the caverns. 

After typing in any, or all, of the 
above you should type SYS4096 
(RETURN) to start the game - 
don't worry about the fouled up 
title screen, as the game should 
be OK. 

Brilliant stuff. Graham. Anyone 
else out there got any more like 
this? 



Regarding 
Broadstreet 



Christopher J u ekes of Leicester 
describes Mind Games' Give my 
regards to Broadstreet as easy 
and he says he can do it every 
time. In the words of Chris him- 
self, 'Here are some tips for con- 
fused people about the game': 

1. Always go to Kilburn first to 
catch Harry and Ringo in Maida 
Vale. 

2. George always starts off at 
Heathrow and arrives an hour 
later at Holland Park 

3. Linda will always tend to go 
to Bond Street first and return 
to Holland Park later. 

4. Steve will usually leave his 
house about lunchtime and go 
to Covent Garden. 

5. Barbara usually goes to 
Sloane Square after leaving her 
home and then returns to West 
Kensington. 

6. Sandra goes to Victoria a lot 
and will always return to the 
Elephant by 7:30 pm After this 
she stays in all night. 

I won't tell you how to do the 
final screen, you can solve it 
yourselves. {Gee thanks, Christ) 



Skywalking in Star Wars 



Over to Zzap's JR for tips on the 
Parker Brothers conversion of 
the arcade cfassic 

• On the first screen play safe. 
On STAR WARS there are a 
maximum of five ships or laser 
blasts on screen. Let four tie 
fighters come on screen and 
they will only shoot one laser 
blast. Pick this off each time and 
your shield will be in no danger 
of depletion. Therefore DONT 
shoot the craft. H in some circ- 
umstances only one or two 
ships appear on screen, shoot 
them as quickly as possible and 
then four will appear. 

• On the run across the Death 
Star try to shoot all the tower 
tops. This will give you a nice 
50,000 point bonus. Be careful 
not to run into any towers or 
stray laser blasts — there isn't 
too much difficulty in avoiding 
them but it's easy to get 
careless. 

• The trench run is the most 
tricky part of the game and it's 
easy to lose all your shields. For 
a start don't bother to fire: not 
firing at anything apart from the 
exhaust port will give you a 
'force' bonus. 

• Concentrate on dodging all 
the trench shields, and don't 




oversteer. Skim over and under 
the shields cutting it as fine as 
possible. 

• Dodging the laser blasts isn't 
too tricky, just move to the left 
or right at the bottom of the 
trench or up and down if the 
trench shields allow you. 

• When you see the exhaust 
port put your firing cursor in the 
middle of the trench and fire 
madly. You should be able to hit 
it with 
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GOGO THE GHOST Arcade/Adventure 
150 different haunted castle chambers 



HEADACHE Arcade 

Nervous Ned's quest to serve the Brain 





CHICKIN CHASE Arcade 
Ruling the roost can be a hard life 



CIRCUS CIRCUS Arcade 
Twenty circus rings to escape 



FIREBIRD SILVER CATALOGUE 

COMMODORE 64 

015 MR FREEZE Arcade/Strategy 

Six compartments, each tougher to de-ice 
01 7 BOOTY Arcade/Adventure 
Twenty holds full o' olrate loot 

016 EXODUS Arcade 

Strange creatures emerging from the pits 

019 HEADACHE Arcade 

Nervous Ned's quest to serve the Brain 

020 ZULU Arcade 

100 golden masks hidden in a magic maze 
024 GOGO THE GHOST Arcade/Adventure 
150 different haunted castle chambers 



028 ESTRA Arcade 

Recover the sacred statue of Estra the Snake God 
032 SUBSUNK Adventure with Graphics 

Trapped on the sea bed in a scuppered submarine 
034 THE HELM Adventure 

An amusing, stylish text adventure 
038 CHICKIN CHASE Arcade 

Ruling the roost can be a hard life 
041 CIRCUS CIRCUS Arcade 

Twenty circus rings to escape 

VIC 20 (UNEXPENDED) 
002 MICKEY THE BRICKY Arcade 
Four screens packed with fun 



MAIL ORDER 

Please state name of game (and machine) and 
numbers required. Enclose crossed cheque/PO 
made payable to FIREBIRD SOFTWARE. All offers 
are subject to availability Orders are despatched 
promptly All prices inclusive of VAT and postage. 

MAIL ORDER: 'FREEPOST FIREBIRD, 
WELLINGTON HOUSE, 
UPPER ST. MARTIN'S LANE, 
LONDON WC2H 9BR 

r-neOifd and the Firebird logo are iradamartis ot British Telecommunications pic 




© 



FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST MARTIN'S LANE, LONDON WC2H 9DL TEL: 01-379 6755/5626 
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First, a description of some of 
the features of the silo: 

SPEED MATS: Enable you to 
attain high speeds for getaways 
and jumps. Appear as striped 
blue in the game. 



How to be a great Psi Warrior 

Having spent most of one weekend preparing the Psi Warrior 
map printed in this issue, I thought I might as well pass on my 
tips on a game which appears to have put off a lot of people by its 
somewhat complex scenario. Actually it's a lot less complex 
than it first appears, and well worth getting to know. 



ANTI DAMAGE MATS: You can 

fall onto these without damag- 
ing your hover plane. Appear as 
striped green in the game. 

BOUNCE MATS: When landed 
on will bounce you off at the 
same speed and opposite angle 
that you hit them at. Appear as 
solid blue in the game. 

DEAD ZONE LINES: Pairs of 
'trath lines' that can only be 
crossed in one direction - INTO 
the screen. Scattered at various 
nasty positions about the silo 
they prove a real problem if you 
get caught inside a 'loop' of 
them, so don't. 

LIFTS: To use a lift safely, move 
over/into it, stop, and push in 
the direction of the lifts arrow(s). 
It is possible to hover above 
them so long as you don't push 
down. 

LEVEL MARKERS: These appear 
on the walls on each level of the 
silo and indicate your position. 
Although they may only look like 
an unintelligible mess they are 
in fact letters and numbers and 
can be figured out from the 
'alphabet' on the final level. 



THE SOURCE: Will always app- 
ear from the left hand side of the 
screen as soon as you reach the 
final level it frequents. It must be 
netted three times with great 
speed before your controls 
become disorientated by it. Your 
values of Psi and Id determine 
the length of time between 
bouts of disorientation, so make 
sure you're WELL stocked 
before you decide to encounter 
the creature. 

PUPAE: A form of semi-human 
energy that hasn't been broken 
down into its component Psi and 
Id. They wander aimlessly 
around the silo until encounter- 
ed by your warrior where they 
will follow him around. DO NOT 
shoot a Pupae as all hell will 
break loose and you will be 
beseiged by Psi and Id. Any 
wandering Pupae found should 
be coaxed into a transportation 
chamber and sent back to the 
surface. 





The Id isihe 
raw energy used for performing 
various physical/mental skills. 
Without the Psi energy to con- 
trol and harness this raw power. 
Id energy loses its worth and an 
imbalance in power is created. 
The continual build up of this im- 
balance is known as the STABIL 
ITY COEFFICIENT, or SC. If this 
value should reach zero then the 
Psi Warrior will die and the 
game is over and must be re- 
started. 

Capturing the Psi and Id is a 
fairly simple task providing you 
follow a few simple rules: 

• Don't zip around too fast as 
you'll probably end up running 
into the Psi or Id and losing what 
energy you should be gaining. 

• Keep the volume reasonably 
high and your ears open for 
sounds of approaching Psi/ld. 
As soon as you hear something 
coming, stop, and travel at a 
slow speed, waiting for the Psi/ 
Id to appear. 

• Make sure you're in line with 
the Psi/ld before you shoot it — 
fire a few 'line up shots' to judge 
when you should fire. 

• When the Psi/ld has been 
caught in your Psi net you can 
then absorb its energy. The best 
way of doing this is to firstly 
move in 'from' of it. stop, and 
press the fire button to jump 
'into' the energy source a couple 
of times to absorb the energy 
This proves to be an easier and 
faster method than simply mov- 
ing in and out of the Psi/ld. 



• To collect large amounts of a 
specific energy type, hang 
around the levels at which the 
energy types are most abund- 
ant. There are several areas of 
large open space where there 
are heavy concentrations of 
either Psi or Id. and because of 
the room to manoeuvre you can 
get lots of Psi/ld quickly and 
easily. 

• Psi energy can be used to dev- 
elop the hidden powers of the 
mind. With a sufficient quantity 
of Id energy to 'tap' four skills 
are possible: 

VTELEPORTATON: This can 
only take place between the tele- 
portation chambers around the 
silo. Before you can teleport you 
need (o tog the coordinates of 
the chamber you wish to tele- 
port to. 

When the need to teleport 
arises you simply press the tele- 
port key and you will transport 
yourself to the last 'logged' 
chamber. The act of teieport- 
ation will deplete your Id by 20 

I usually use this feature when 
in dire trouble, lacking in energy 
or nets, or high in damage as the 
rate of repair is five times faster 
in the chamber, and nets are 
replenished. 

Remember, each time you 
enter a teleportation chamber 
always log the coordinates and 
save the game position. 
2. REMOTE VIEWING: When m a 
teleport chamber pressing the 
relevant key will allow you to 
leave the Psi Warrior's body and 
look around the whole silo with 
the joystick/keys. This is a great 



help m deciding which route to 
take, but now you've got the 
map you won't need to use this 
so often 

Although you don't need 
much Psi/ld energy to view, 
your Id energy is depleting con- 
stantly, so keep tabs on your Psi/ 
Id. 

3 LEVITATION: It requires a 
great deal of energy to perform 
the act of levitation - 256 Psi and 
256 Id minimum. Pressing the 
corresponding key will allow 
you to move over obstacles or 
gaps otherwise impossible to 
negotiate. 

The need to levitate will come 
when you reach the 'Levitation 
Zone*. This area (marked on the 
map) consists of a strip of 
bounce mats around a level of 
the silo. Because of the nature of 
Ihese mats, merely dropping 
down on them isn't good 
enough as you bounce straight 
back to where you started. In- 
stead of falling down you need 
to levitate, so make sure you've 
enough energy when you reach 
here. It's important to position 
yourself carefully before levitat- 
ing as so much energy is used 
performing this act. 
4.INVISIBILfTY: Pressing the 
necessary key will turn you in- 
visible (providing you have at 
least 20 Id) and confuse the Psi 
They will no longer pursue you 
until you fire a Psi-nei. but stav- 
ing invisible for too long eats up 
your Id 

Not one of the most useful 
functions and not one I recom- 
mend to bother using often. 
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Staying in control on Mama 



Phillip Merchant of Redland. Bristol, who last month ticked us off 
for our lukewarm review of Minter's MAMA LLAMA, offers some 
detailed playing tips on the game. 

To get used ro the awkward control of the Killdroid, play a lew 
games on the lowesi inertia setting. Even after this you may feel 
as If you haven't got any control over the droid, but at least it'll 
look like it. 

Now you're feeling a bit more confident, it's time to play some 
of the screens. Here are some tips on 16 of the 100. and I hope to 
get sent many more: 

ATOMIC WAR. A tough screen this. Vou have to Killdroid nasties 
dropping from above, while you are still in the air after a |ump. to 
make the zap number go down. 

GREMLINS. Killdroid the flying saucer while it's above the Grem- 
lin and it will start reproducing rapidly Pick off the Hashing 
Gremlins with the Killdroid to reduce the zap number. 
GRAB THAT YAK! Walk slowly left for about 20 seconds and then 
ss fast as you can for a further two seconds Turn around and 
walk right as fast as you can for about ten soconds. If you see a 




yak, touch it with one of your Mamas and the zap number goes 
down. Repeat until zap reads zero. Do not touch a yak with your 
Killdroid. 

A TRICK OF ITS FUNNY LITTLE TAIL. Killdroid thfi wellies while 
approaching the llama from behind. Do not Killdroid the llama. 
RORY SAY BEWARE Killdroid the yin-yanys while they Hash, 
then Killdrotd the Rory's. 

RORY IS HERE SOMEWHERE. Killdroid the ghosts if you can find 
them! 

THE RORYGENESIS DEVICE. Jump up and head butt the Rory 

Genesis device (the flashing heart) with a llama, then blast the 

little Rorys it produces. Do not Killdroid the RoryGenesis device. 

CIPPY AND RORY. Follow Cippy and blast those Rorys' 

RORY ON TV. Stand your Mama Llama behind the TV and watch 

Rory attack the TV. reducing the /ap number. 

GRENADES! Killdroid the little dusters before thoy detonate. 

LLAMA ENIGMA. Killdroid the little yellow llamas. 

GOATEE. Killdroid the goats 

THE BEAST AND THE BROADSWORD. Killdroid the beasts under 
BEASTIES. Killdroid the flashing beasties. 




J* 4 



SPECIAL^ 

OFFEK 1psj Warrior at half price! 




1 



WARRIOR 



Beyond Software are pretty pleased 
that at last someone's got round to 
publishing a Psi Warrior map. So to 
mark the occasion they've agreed to let 
us offer copies of this remarkable game 
at a whacking £5 discount! 

Do your eyes deceive you? They do 
not! The £5 voucher printed on this 
page will allow you to buy a copy of Psi 
Warrior for just £4.95, instead of the 
usual price of £9.95! That's got to be 
good value by anyone's reckoning. 

This is what you do: Cut out the 
voucher, and post it to us together with 
your name and address, and a cheque 
or postal order for £4.95 made payable 
to NEWS FIELD Ltd. We will then rush 
you the cassette version of the prog- 
ram. The address to send off to is: Psi 
Warrior offer, Z2ap Mail Order, 1-2 King 
Street, Ludlow, Shrops, SY8 1AQ. 
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KNOCKOUT 

Alligafca, £6.95cb8B, joystick only. 



■ Jft Mould this be like one of my 
■■■■.ill time favourite arcade 
W. W games. Punch-Outl\ Er, 
no. This is a very, very simple 
boxing game. 

It puts you in the ring to face 
either a friend or computer opp- 
onent. You view the ring at rope 
level with the boxers being 
shown in profile. At the start of 
each of the four one-minute 
rounds the boxers are placed in 
their respective corners. When 
the bell sounds they move out 
and you take control of one of 
them. You can move your man 
forwards and backwards only, 
maRing this effectively a 2D 
game. 

You hit your opponent by 
pressing the fire button and 
moving the joystick either left or 
right for left or right hook. If you 
want to put your guard up then 
press fire button and push up. 




Near the end ot a round the boxers struggle to get in 
one last punch. 






Virgin, £8.95 cose, joystick only 



funky 




The title of the game gives 
away what it's all about — 
really funky music in a 
streetwise, hip-hop town. 

Funky Town is where it all 
happens and this is represented 
on screen as 3D streets with 
buildings in the background, a 
pavement and roadway. On 
these swinging sidewalks app- 
ears Rockin' Rodney and his 
ghettoblaster. Rodney has to 
collect ten demo tapes from the 
dancing parties in the town and 
deliver them to the offices of 
Interdisc so that a record can be 
made. 

Our soul brother first has togo 
in search of batteries for his 
blaster from an electrical supply 
store. Once he's got them he has 
to find a tape to play. Tapes are 
found behind the doors of 
houses which are visibly puls- 
ating with the beat. 

Once you've got a tape in your 
blaster you can turn it on and 
one of ten funky tunes will 
boogie its way out of the 64. The 
next part is to blast other people 
with the music to get them danc- 
ing (you just have to fire at 
them). 

When enough people are 
dancing you can deliver the tape 
to Interdisc and set off in search 
of another one. The ten tapes all 
have to be collected before your 
on-screen tape counter reaches 
999 otherwise the vinyl won't hit 
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There are no other actions poss- 
ible: no body blows, no ducking. 

As you hit your opponent you 
will see a bar increasing above 
his corner. When this grows to 
its full extent and reaches the KO 
mark your next hit will knock 
him out and win you the game. 
But the rate at which the bar 
grows depends on his stamina 
which alters from game to 
game. 

The idea of the game is to win 
the World Heavyweight title. 
First you have to win the Europ- 
ean Heavyweight title by beat- 
ing the computer opponent 
three times — each time you 
challenge him he gets harder to 
beat. Having done this, you are 
given a password and you have 
to load the other side of the cas- 
sette. 

To win the world title you go 
through exactly the same rigma- 
role as the European title fights, 
but if at the end of the third 
round, if you have a knockout 
win you're given the title of 
Heavyweight Champion of the 
World. 

This game is graphically very 
impressive but sound, like the 



gameplay. is highly disappoint- 
ing: only a good bell sound and 
a whop as a boxer is hit. 





I remember a links 
Casio calculator 
boning gome which 
hod more movement 

potential and 
challenge than the. 
Don't be misled by the 
nice graphics -this is a 
very poor bOmng 
game indeed fa 
advise anyone to wait 
till the boning games 
from Elite and US 
ild come out befvt 
buying This one. 




How disappointing 
this game was after 
seeing the initial 
screen shots. The 
gameplay f found 
incredibly limited and 
ends up being really 
repetitive. The weird 
loading also seems 
rather point/ess as 
your opponents don t 
change d, 



I 



frantically. ^ 



Cnockoui is an 
appropriately titled 
game — it certainly 
put me to sleep. The 
best thing about this 
game was the bell 
noise but there was 
little else in the way of 

sound. The large 
anaemic boners were 
simple to look at and 
control, and the game 
became boring very 
quickly 




PRESENTATION ORIGINALITY 




—7 o O/ {,one " tle Kre * n * n <f 
j ^ /q instructions. 

GRAPHICS 




^ A ft/ New sport simulation but 
Qs-J- /O , * ,>enew 9 ama l ila V- 



HOQKABIUTY 



The boxers are large and 
quite well animated. 



pur 

the bell but nothing eke. 



46% 

124% 



It's too repetitive and easy 
to get you going. 



4*\ A Q/ Not enough game content 
£_£^ /q lo make you come back for 



E FOR MONEY 



*1 O/ More variety and 
£ I /Q tlexibiBfyaren 



ame 

d. 



POWERFUL UTILITIES yS5r 64 

THE BEST RANGE OF UTILITIES FOR THE 64. WRITTEN BY PROFESSIONALS— SOLD BY PROFESSIONALS 




QUICKDISC 

IrKOfpw.ilog Mm Mafcrr 

MOW WIN F ASTIR 

Speed up your IS4I disc (Hive with Uhs new 
program toads mast programs at 4 tint** nor- 
mal speed A flexible package that allows you 10 
incorporate a menu end fast loading on 
your own disci Also includes a file eicftarvje* 
for programs put on disc with "Disco" [THE 
tape 10 case utiUiyJ. anorner way of making fast 
toad *sc programs oiw.Yeil.95 

Now operates with printer or second 
Disc Drive connected. 



OOUBlEn 

Tap* BMfc Up Device 

Includes hardware and software This 

amazing new cassette port adaptor allows 
you to make back up copies of "turbo" 
software Tests nave proved 100% suc- 
cessful Reouires access to two cassette 
decks The special software generates a 
brand new machine copy onto one deck 
wfiile loading from the other Fait and reli- 
able, they said it couldn't be done. 

ONLY £ I 2.95 



DISC Dl SECTOR «-0 

At last really powerful due copter and ullliry program Incorporates a 
range of powrrtJ program* tnOudes "Pattcopy " l**n|u« 4 minutes lo 
tjo .«nd wir a wt tot a disc "Irrof Copy" xnorwiwMiy rr.'rts .*no wnm 
ell error lypes. now you can mate a security oacM up of mosr expensive Out' 
mess proorarm. "Ous cfc dbc* note ttun halves Dm loading ume. very 
uwtui "File Copier - alluwi mf a tU v a lopying from directory "Track 
and Sector" a bowp> but very tnotougfi program Also rxiudcs me loSow- 
(no useful utflitw VSewtsam. Fast Format. Ummlch. OHc Monitor, 
Menu Master. Inde>. Retttle. Rename, Scratcner. Oltc to Tap* 
aviTldy if you nave a IS* I you nut navr Dtv DWecwc Supplied on disc 
«wtn rui roirucuom 

ONLY UV.9S 



COMMODORE CONNEXION 

Connect any "Cenironie* " type 
printer to your '64 Pnce includes 
lead and software on cassette 
with special disc convecvon 

DH>Q'<IT 

Slmpfe to us* and 
very reasonaOly priced. 

ONLY CI 4.9S 



FAST BACK 

FBMlMdUlMHy 

Convert your slow loading software to 
nigh i peed load win FasiDack. The 
most sophisticated program of US 
type allows you 10 produce "turbo" 
loading versions of most single ana 
multipart sotw.ve mat load Inde- 
pendently ol Fasioack Simple 10 use 
no programming skill needed 
Fiamptr load TheTtooort' or Manic 
Miner'' in ISO sea Tned and trusted 
lover 3000 SO*)} 
A very professional program. 

ONLY M.*S 



ROCKET 
Fed up waiting for programs to 
load and save? Rocket n a utikry for 
the programmer, speeds up loading 
and saving by about ■ times wnae 
stlfl allowing for normal speed oper- 
ations Does not affect the speed 
of BASIC as no wedge is used. Pro- 
grams can also be saved with nign 
speed system to reload Indepen- 
dently A must lot senous pro- 
grammers who have no disc drive 

ONLY C 7.95 



TAPER 

A powerful utility Works 
with almost all normal speed 
software 



ONLY C5-9S 



3M SCOTCH DISCS 

Lifetime guarantee Box of Ten 

SS/DD. £16.00 DS/DD. £23.00 



< 



\ 



All prices include P&P And VAT. Send cheque. 
Postal Order of Credit Card No. Credit Card orders 
accepted by phone. Callers welcome. Wide range 
of goods Hocked. Trade enquiries welcome. Euro- 
pean orders send price as advertised. Outside 
Europe €2.00 for airmail. Mail order lo Evesham 
Shop please. 



DISCO 
THE TAF* to one unurv 
We guarantee mat this is the best 
tape to disc utility on the market 
Very easy to use no program- 
ming knowledge needed 
Automatically handles device num- 
bers and multr pan programs Pro- 
grams auto load and run once 
transferred and can afsa Oe made to 
tan load witn Oufckdlsc Handy 
lor making your own disc programs 
auto run 

ONLY €9.05 



The 



BIGMOUTH 

perb new speech 
synthesis program (or me '64. 
Uses 'speak" as a basse com- 
mand Very easy to use Can be 

incorporated into your basic pro- 
grams Words are entered in 
phonetic English, ie spelt as they 
sound. Therefore vocabulary is 
unlimited Great fun and 
good for educational purposes. 

ONLY £7.95 



DATA RECORDER 
A dedicated data recorder Onlgned lor uie 
on ine caw 64 or V* -20 specification as 
C7N Dui with pause button. Model 
available lor the PLUM or 16 « lame 
once 

SATIS? ACTION GUARANTtlD. 

ONLY 129. 9S 



MICRO CENTRE MICRO CENTRE 




BRIDGE STREET. EVESHAM, 
WORCESTERSHIRE 
Tel: 0386 49641 



I 756 PERSHORE ROAD. 
COTTERIDGE, BIRMINGHAM. 
Tel: 021 458 4S64 
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Creative Sparks, £S.50 cass, joystick or keys 



with surprisingly good graphics 



The zombies are closing in but a lew 
should get you to the dawn 




the streets on time. 

Rodney can cross the street to 
get to the houses on both sides 
of the road or use junctions to 
change streets. He can also 
wander around the two parks 
full of trees, bushes and magic 



his is one of the two first 
budget releases from 
Creative Sparks that go by 
the very fitting name of Spark- 
lers. It's a simple sbmup spread 
over seven different scenes. 

Despite the cliche scenario 
(you have fallen in love with a 
beautiful princess and in order 
to win her hand in marriage you 
must complete seven tasks set 
by her father, the King) the game 
is in fact a cross between High 
Noon and Ftobotron. 

Before you attempt a task 
you're told what you must do in 
some very classy and authentic 
antique script. You start the 
tasks in the centre of the screen 
and can shoot or move in one of 
eight directions. Each screen 
consists of an appropriate 
graphical backdrop, depending 
on the task, and plenty of 
shooting. 

These backdrops are graphic- 
ally very good, as are the large, 
but fairly detailed and well anim- 
ated sprites. The sound isn't so 
hot though, consisting of little 
more than a few 'byoos' when 
you fire. 

On some screens you not only 
shoot anything that moves, but 
you have to pick things up as 
well. On others it's a simple case 
of blasting to survive and on a 
couple the nasties actually fire 
backl 

You have a bonus at the start 
of a task which is *hif related - 10 
points are deducted from the 
bonus whenever you miss 
something with a shot, so you 
have to be accurate. If any bonus 
exists at the end of a task then it 
wi 1 1 be added to you r score. 

GP 



mushrooms. 

The longer he takes to deliver 
a tape the more people he has to 
make dance before he can del- 
iver the next one. This is made 
even tougher by some of the 
inhabitants of the town who 



Yeah, man/, 
returns but I 
he'srockm' 
collecting the tapes to 
be great tun and 
sending a/1 those 
crusty men dancing to 
those brilliant tunes 
was one big giggle. 
The only trouble « 
r it gets rather 




ai Ihe same speed as you. If 
bumped into they vandalise your 
blaster. 

BANDITS OF THE BEAT have 
spikev hair and big itps and Iravel 
as last as you. They'll steal your 
tape if they catch you. 
THE PSYCHO KILLER has an 
enormous spikey hair-do and 
travels slower than you It he gets 
to you, you've had it. 
GANGSTERS OF THE GROOVE 
move much slower than you but 



blend in witn ine otner innaiw 
ants ot the town. They'll also steal 
your tape if they get dose. 
JUMPING JACK FLASH wears 
black and white stripes and 
flashes. If you can collide with 
him he transports you to a tape of 
Interdisc, depending on whKfi 
you need. 

BUSTY BLOND appears once 
you've delivered several tapes 
and also ends your game if bump 
ed into with the line she loved to 
love you baby'(l) 




^Corrvnoctore*&i 




Most of the screens 
are quite simple and 
enjoyable to ofay, 
although the two 
where things fire back 
are rather tricky and I 
found the final screen 
well mgh impossible. 

This payability, 
combined with some 
nifty graphics and a 
low price, means 
Taskmaster is one 
cheapo game that I 
wouldn't feel 
ashamed to be caught 
buymg 



hoot a certain 
s to move on to 




Comment on 
Taskmaster JR3 

This cheapo game 
gives plenty of fun for 

your money. Blast 
your way through the 
various screens of evil 
baddies to win the 
Princess's hand in 
marriage. The 
graphics and 
animation are pretty 
good, but the sound is 

grotty Plenty of 
challenge to keep you 
killing the meanies at 
a really low price 



I can think of less 
infuriating games 
than this but nohmany 
of better value. I 
vn,oyed the seven 
screens and good 
animation, providing 
hectic shmup action. I 
thought movement 
was a httle slow which 

can be annoying 
when you're trying to 
deal with a bunch of 

killer monks or 
ruthless barbarians 
Good value though 
and great to see 
another company 
entering the cheapo 
market. ^ 



PRESENTATION 


ORIGINALITY 




•% Q/ Terrific character set and 
J | yQ silly romantic scenario. 


A 0 0/ Cross between Robotron 


GRAPHICS 

-j A 0/ Goodspntes, well animated 
f *\ /(-. and some nice 
' * /*J backgrounds. 


HOOKABIUTY 


™t Q / Plenty ot frantic action to 
f J /q get you engrossed. 


BOUND 


LASTABILITY 






s\ ^ Q / By 00, byoo. byoo, byoo, 
/q byoo. byoo. 


■7AO/ leveisfour. sixandseven 
f \J /Q *re diabolically difficult. 


VALUE FOR MONEY 


Q / Excellent cheap game with 
/ / fr\ enough difficulty to keep 
' ' ,tJ you busy. 



The seven tasks 



1. Survive a night alone in the 
vallev of the zombies. The sun 
sets behind the castle in the hills 
and hordes of mortified looking 
iombies mill out from the sides of 
the screen. Shoot as many as 
possible and stay alive before the 
sun rises. 



5. Destroy the ancient spirit stone 
of the Runes of Tygorth. ft 
appears on screen as a small 
obiect guarded by large numbers 
of spirits. 



2. Slay the Wizard of Dabbit 
Wood. A fairly effeminate wizard 
materialises at a random point on 
screen, fires at you and then 
dematerialises. leaving you little 
time to destroy him. 



6. Steal the five ritual skulls from 
the village of the Northern Barb- 
arians- Walk around the screen 
and try to locate the right five out 
of the many placed randomly 
about. Avoid or shoot the vicious 
Barbarians before they shoot 
you. 



3 The four sacred statues from 
Vampire Mountain are randomly 
placed on screen in front of a bats 
cave. Quickly collect them. -avoid- 
ing or shooting the bats that 
attempt to stop you 



7. Your final task is to get to the 
wedding ceremony at the Castle 
of the Birdmen. The entrance into 
the castle is blocked by aggres- 
sive birds that kill on contact. 
Shoot and avoid the birds and 
sneak into the castle doorway to 
take the Princess's hand in mar- 
riage — ah I, 



4 Wipe out the devil worshippers 
of the Temple of Demons. Evil 
monks come out from the edges 
of the screen onto an impressive 
Stonehenge style backdrop, fir- 
ing in all directions in an attempt 



may damage the blaster or 
wreck it completely. Damage 
can be repaired at a repair shop 
but a total wreck means game 
over. 

A map of Funky Town is incl- 
uded in the instructions and all 



I found the music 
great and the whole 
game idea really 
refreshing, there's 
even some great 
payability thrown m. 
It reminded me of 
Broadslreet m many 
respects but has much 
moreJoryou to do ft 
suffers slightly from 
only having the 
number of tapes 
collected as a scoring 
system but still 
provides excellent 
entertainment. 



the streets have song title 
names like Electric Avenue, 
Baker Street and Strawberry 
Fields. 

The display is split into your 
view of the street and a ghetto- 
blaster complete with tape 
counter, volume and battery 
strength. A status line between 
the two (the blaster's handle) 
gives updates on the game with 
song titles, cute comments and 
the occasional helpful bit of 
information. 

The tunes in the game are 





excellent and mostly very differ- 
ent. They only play when you 
have a tape and batteries. Not 
only that but there is a complete- 
ly different title tune as well. 

All the characters are done in 
detail from groover Rodney to 



the aging fuzzy breakers who 
roam the streets. If you hit one of 
the ordinary people with your 
music they start boogieing 
around the street in sheer 
delight. 

BW 



PRESENTATION 



ICO/ Groovy instructions with a 
f /q handy little map. 



ORIGINALITY 



GRAPHICS 



~7 O 0/ Good sprites lor all the 
I "\ fr\ characters and atmospheric 
' w 7 ** settings. 



79% 



Great characters with 
interesting new gameplay 
touches. 



HOOKABIUTY 



000/ You'll realty turn on to the 
/q music and streets. 



Q A Q/ 12 excellent tunes with 
Ql|i /q great titles and variation. 



A Q / May become repetitive and 
Q£f> /q lacks a real scoring system. 



VALUE FOR MONEY 



69% 

* w rapes r 



ndous instant appeal 
constantly collecting 
tapes may pall. 



""nP-YfP-Gfcf Hon 
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You may remember thai we 
already printed a review of this 
game last month. You may also 
remember a statement in that 
issue, rushed in at the last min- 
ute fp69). saying that our copy 
had turned out to have bugs in it 
(thereby r. ndering a couple 
parts of the review, including the 
ratings, a little inaccurate). 

That's why we're now printing 
this addition to that review, and 
a revised ratings box. However 
the discovery of the bugs was 
interesting in itself. This is what 
happened. 

We (and Commodore User) 
were given pre-production 
copies of the game by US Gold. 
When we first saw it. like every- 
one else, we were stunned. 
Great graphics, superb auth- 
entic atmosphere, etc. But after 
extensive play, certain frustra- 
tions set in : you seemed to die at 



random after being hit by a 
single piece of flak, and when 
you died, there was nothing to 
indicate why, nor how well 
you'd done. You just had to start 
again. 

We passed on these criticisms 
to US Gold. They contacted the 
programmers in Canada who 
then telephoned us in some dis- 
may for further explanation. 

It was only as a result of that 
phone conversation that it was 
established that our copy (along 
with the other copies in Britain) 
was seriously defective. Unfort- 
unately at thai stage we only had 
time to rush in our stop press 
statement. But now we've had 
plenty of time to assess the fully 
working, final version of the 
game which was rushed over 
from Canada. 

Basically, two major niggles 
have been cleared up — you no 
longer die from single flak hits 



and the game doesn't just lock 
up on dying. The flak now only 
causes gradual damage so that 
you may eventually lose an eng- 
ine or two, thus affecting the 
plane's performance. 

And now when you die you 
are given a screen showing your 
status when you died with num- 
bers of flak hits, planes shot and 
encountered, searchlights shot 
and flown through and barrage 
balloons shot or avoided. You 
are also told exactly WHY you 
died. 

Another thing that wasn't 
evident in the earlier copy is that 
your front and tail gunners can 
be put out of action by the night 
fighters. A hail of bullets shatt- 
ers their screens and you are left 
with the noise of the whistling 
wind. You also don't have an in- 
finite runway any more and 
almost perfect take-offs are 
required. 



So basically, the game is now 
significantly more interesting 
and enjoyable to play: we have 
been able to reach the dam from 
Scampton airfield, slipping up 
only on the final bomb run due 
to having a damaged aircraft. 

A couple of minor annoyances 
remain: there's still no score or 
rating given at any stage. And on 
the cassette version, when you 
drop the bomb you don't see it 
skipping across the water or 
exploding, but only a cross 
marked on the dam showing 
where the bomb would have hit. 

Despite this, we reckon the 
game's worth a few extra per- 
centage points, and thereby 
clears the 80% barrier value for 
money, turning it into a worthy 
sizzler. Sorry for the confusion, 
but one good result is that the 
bugs we experienced were 
stamped out before the game's 
British release. 
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Every pilot has 
the dream of 
flying one of 
these unique and 
complex fighting 

machines. Here is your chance to do what few pilots have the 
privilege to try. 

Depending on your skill, confidence and courage, you have the 
choice of remaining near the landing pad. learning to hover 
and land, or venturing higher to practise your approaches. 
When you think you have mastered these, then accelerate the 

Jump Jet into an attack fighter. Use the radar and range finder to seek and destroy the 
enemy, by launching heat-seeking air-to-air missiles. Bewarel His radar and missile 
systems are as good as yours. Reckless pursuit is ill-advised: you must maintain a fuel 
level that will enable you to relocate and return to the aircraft carrier, executing the 
skills you have learned to achieve a successful landing. 

You are now ready to proceed to the next skill level to face additional hazards, such as 
unpredictable swell and treacherous cross-winds. 

Be warned, this program is not a toy or game. You will need to co-ordinate your hands, 
eyes and mind to successfully complete each mission. Do not hope to achieve in a 
short time that which took the author three years to learn as a Jump Jet pilot, and 
over a year to record on this computer program. 




TRADE ENQUIRIES: ANIROG SOFTWARE LTD UNIT 10 VICTORIA INDUSTRIAL PARK VICTORIA ROAD DARTFORD KENT (0322) 92513/8 

Mail Order: 8 HIGH STREET HOB LEY SURREY 24 HOUR CREDIT SALES HORLEY 02934 6083 Ptvmsnt by: P.O. - ACCESS - VISA 
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It's 21.15 hours on the evening of May 16th, 1943. A flight of specially 
prepared Lancaster bombers is leaving RAF. Scampton for Germany, 

After months of planning No. 617 Squadron areat last embarking on an operation destined to change the course of World War li 
Your objective is to destroy the Mohne, Eder and Sorpe dams, thuB crippling Germany's industrial heartland 
This detailed and authentic simulaUon allows you to play the part of PILOT, NAVIGATOR, FRONT GUWNEB, REAR GUNNER, 

BOMB AIMER and FLIGHT ENGINEER. 

You fly at low altitude over European the lookout for deadly MEUO night fighters, dodging barrage balloons, searchltghte and Oak. At 
the target youH need all your ner ve and skill to control the aircraft and release your deadly payload whilst under enemy attack. 

Gime features include. SUPERB GRAPHICS & SOUND . REALISTIC JOYSTICK CONTROL • PILOT'S SCREEN fr INDICATORS ■ 
MULTIPLE SCREEN NAVIGATOR'S MAPS • FRONT & REAR GUNNER'S SCREEN ■ BOMB SIGHT SCREEN • ENGINEER'S 
INDICATORS. 

Game Package includes: Comprehensive flight Instructions, maps and confidential documents Including authentic material by Barnes 
Wallis and Wing Commander Guy Gibson. 

Designed and Developed by Sydney Development Corporation. Licensed in conjunction wiih International Computer Group Manufactured in the 
UJL by US. Gold Limited. Dnlt 10, Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-559 8881 Tele* 337268 





CONAN 

US Qold/Datoooft, £14.95 disk, joystick only. 



CONAN'S 
ENEMIES 

There are various wicked creat- 
ures which lust after Conan's 
blood. There also exist some 
traps in which Conan can lose a 
life. 

BAT: this tlaps about and follows 
a distinct pattern. Earn 750 points 
by killing it with your sword. 
DRAGONFLY: The same as the 
bat with similar score. 
LEAPERS: These drop from the 
screen and wander down to the 
bottom of the screen. Kill 'em and 
you'll get 1,000 points apiece. 
DRAGON: Flaps up and down the 
screen and must be destroyed for 
you to continue. Vou also get a 
meaty 2,500 point bonus for each 
one destroyed! 

EYEBALLS: These chase you 
about and have to be dealt with 
like the dragons. They too are 
worth 2,500 points. 
CRAWLY THINGS: No. not Oric 
owners — scorpions and the like. 
They cannot be destroyed but 
must be jumped over. They kill 
you on touch so don't go near 
them. 

POOLS, LAVA and SPIKES: Jump 
these and don't fall into them. 



of platform action 



The latest addition to US 
Gold's 'Famous Faces' 
range puts you in the sur- 
real world of the film character. 
Conan the Barbarian. In a similar 
fashion to Bruce Lee you have to 
work your way through various 
platform screens to seek and 
destroy the villainous Volta. 

On each of the seven screens 
there is an exit. On the first two 
screens it is clearly marked and 
all you have to do is run and 
jump your way to it. After level 
two you start having to collect 
gems and put them in their hold- 



ers before being able to go out of 
the screen. Sometimes a door 
may unlock or something may 
appear that you can ride on 
which will take you to the exit. 

The first few screens of the 
game are reasonably easy, but 
later on the going gets very 
tough as you have to ride on 
bubbles and destroy dragons. 
On levels six and seven there are 
Van Der Graff generators and 
stars which need to be struck 
with your sword before turning 
into gems. 

You have three men and ten 
swords at the start but you have 
a chance to earn more of these 



on later levels. You can do this 
by picking up the swords lying 
around and catching the friendly 
bird which flaps about the more 
inaccessible part of the screen. 

The graphics are pathetic — 
they wouldn't go amiss on a 
1982 game. Indeed, they appear 
to have been designed by a 
ZX81 graphics programmer, as 
the main character features an 
annoying flicker. The sound is 
disappointing too: the actual 
notes are great but the voices 
used are unimaginative, reedy 
and grating. 

Animation is appalling — 
Conan looks more like a 70s 
trendy: he's wearing bell ends 
and has long hair. The various 




I nasty creatures trundle about 
| with hardly a pixel moving and 
the scenery is drab with few 
colours and details. 

JR 




thought 
big, 
and crude un 
the 'sprites' 
this game: s. 
flickery and crude 
(well at least they got 
something right I). The 
game itself wasn 't a 
lot better 
graphics; a 
of the mill pi, 
game with i 
controls and nothing 
to bring me back for 
more, other than 
wnte this 





This hunky 
doesn't look up 
much but he's a lit 
deceptive. The action 
is quite compulsive 
and I wasn 't put off 
too much by the yukky 

graphics. I en/oyed 
some of the ideas Me 

bubbles and the 
boomerangmg sword 
along with the other 
Bruce Lee-//te 
platform action. 




ORjQIISIAUTV 



It's a shame that the 
raphics and g, 

I are so abysmal 
otherwise this wou 
be a good game. As 
stands it plays 
fmstratingly slowly 
with fiddly control 
Although some 
offer pi. 



Anice 

/U /O m$lru ' 




A nice disk package and 
ctions but individual 
i loading is annoying. 




39°/c 



Familiar action from Bruce 
Lee and other platform 



HOOKABII 



Q / Terrible main character 
/Q animation, simple colours 



and unimpressive enemies. 



Q/ Cracking screens is 
| /Q compuhive as ever. 




ABILITY 



rOO/ Simple Mle tune and 

/q straightforward effects. 



COO/ There are only seven 

^ ff\ screens and despite being 
ww ' w tough they wortt last long. 



ESP****** 




'Vat an advancing deadly 




WHIRLINURD 

US Gold/Sydney, £9.95 caaa, £14.95 dlak, Joyatick only 



BOO screen playing area calloct- end -dodge game 



■ J_t ■ elcome lo rhe world of 
IfU Hamish Pupkin, Naples 
■■Yertz, Hooseby Nurd 
and Melvin Lugby. These intrep- 
id nurds all have propellors 
screwed to their heads and are 
constantly in search of food for 
their rumbling nurd-guts. 

You control one of the four 
nurd brothers and have to nego- 
tiate 50 rooms of obstacles pick- 
ing up food on the way. Each 
room is about four screens 
large, the screen scrolling to fol- 
low the action. 

In each room you have to col- 
lect four pieces of food — nurds 
eat anything that doesn't glow 
— before you can move onto the 
next room. The rooms come in 
five levels of ten, the last level 
only being accessible through a 
codename gained from the 
previous four. 

You control your nurd in two 
main ways, walking around and 
flying using the propellors on 
his head. There are limitations 
on the flying — you can propel 



The advertising for this 
game may lead you to 
believe that it's the great- 
est 3D naval battle since Beach 
Head. Well, it isn't 

Operation Swordfish puts you 
in command of a submarine 
with the task of destroying the 
allied invasion fleet before it 
attacks the Mediterranean coast. 
Your sub is slightly crippled: it 
can't dive, only submerge slight- 



ly, so you have to fight off the 
enemy on the surface. 

There are two types of enemy: 
planes and boats. Boats fire at 
you and drop depth charges. 
Planes drop torpedoes and also 
fire at you. If any of these hit you 
they will add to your damage 
factor, too much and your sub 
will sink for good. 

You have two options to fend 
them off: a machine gun on the 



top of the sub and torpedoes 
under water, each controlled by 
a different screen — you have to 
quickly switch from one screen 
to the other so you can dispose 
the allies before they sink you. 
The machine gun gets rid of the 
advancing planes and the torp- 
edoes destroy the ships which 
move back and forth across the 
screen. 

When you're in torpedo mode 



you have a cursor under your 
control. Move the cursor over a 
slow moving ship and fire: 
boom, glug glug. Shooting 
down planes is a bit more fun. 
Your gun can move left and 
right. Pulling back on the joy- 
stick raises the gun and pushing 
forward lowers it. Firing a steady 
stream of bullets towards a 
plane usually brings it down. 
That's it ... if s all you have to 



OPERATION SWORDFISH 



Britlah Software, £9. 



£1 1.95 diak, joyatick with keys. 



disappointing two-acraen ahmup 




TY 



P*nO/ Simple instructions plus InAfl/ A poor imitation of Beach 
Q y /Q patriotic title screen. £ £ V/q Head. 




58°/c 



0/ Nice graphic background 



and planes but nowt else 



M M ft/ Initial patriotism gives way 
yQ to boredom. 




r\Af\/ Wheeeee.. . spiopl 



The same old boats and 
fQ planes just keep coming. 



Boring, boring, 
boring. This game is 
baaaaad. Two boring 
types of screens wim 
only the variation of 

the method of 
destroying things. 
Graphically pretty bad 
and aurally abysmal 
with a forlorn ping. . 
ping... ping and a 
few eeeeaaaw chukka 

chukka chukka 
boooom noises as the 
planes trudge over 
and are shot down, 
'sa heap, 
an 
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Nasty nurd 
nobblers 

I These are Ihe enemies lo avoid: 
SLINKY SNAKES: move horizont- 
ally, reverse when they hit obst- 
acles, lethal to touch. 
JUMP BUGS : move in unpredict- 
able patterns, lethal to touch. 
BUG EYES: rotating eyeballs, 
move vertically, reverse when 
they hit obstacles, lethal lo touch. 
GLOBS: move similarly to jump 
bugs, lethal. 

SPUDNIKS: little wriggling 
potatoes, follow patterns, lethal. 
BOUNCING BABY BILLIARD 
BALLS: appear singly (may not 
be lethal) or in lethal hordes gen- 
erated by BLOPPERS and sucked 
up aga i n by AN Tl - BLOPPE RS . 
NIPPLE OF DEATH: pulsating 
spike, lethal. 

BLINKING BONKERS: regularly 
appearing and disappearing 
force walls, lethal. 
KILLWALLS: non-moving obstr- 
uctions which are still lethal. 



upwards from solid ground, but 
as soon as you release the fire- 
button you drift back down 
again — your propellor can't be 
restarted in mid-air. The only 
way you can reverse a down- 
ward drift is by using a 'retro- 
boost' jet, but you are limited to 
just one of these per room (un- 
less you find a 'blast mat' which 
gives you another). This adds 
greatly to the difficulty of dodg- 
ing the various enemies. 

Your nurd initially appears in a 
"synthetic wafer-aided ecto- 
plasmic sludge bubble', but 




after that he's in constant 
danger. There are lots of glow- 
ing obstacles that, if touched, 
will cause his head to fly away 
(under 'auxiliary nurd power 
supply'!) or he may starve if you 
don't get him to food in time. 

You can have up to four differ- 
ent nurds with three lives each, 
an extra one being awarded 
after each completed room. The 
fifth level is filled with the Ultim- 
ate Feasts but it's incredibly 
tough even before then. 

There's a monotonous tune 
that plays during the game with 
the occasional nice sound effect. 
The graphics are mostly plain 
although the monsters and 
obstacles are detailed. 

BW 



The Instructions and 
scenario are funny but 
when I started playing 
I realised it was Just a 

straightforward 
pattern game. I found 
the going certainly got 
tough (with all those 

rooms to solve, it 
would take a very long 
lime to finishl but the 

humour is the best 
part of the game. The 
action seems dated 
10 feci to 



Another one of the 
slick-yet-dull 

erican arcade 
imports. Nice 
ical touches, but 
not really containing 
enough gameplayto 
keep us tough British 
gamers interested for 
very long. Plenty to 
explore. But suffering 
from PS: pattern 
syndrome. Once 
learnt you can go 
hthesar. 

in the \ 
old way. 



I'm afraid any real 
love tor this game 
doesn't go much 
further than the 
excellent and 
jourous sc 
and inst. 




syndrome. Once 
learnt you can go 

old way. 



found it became a 
touch frustrating 
boring after a wh 
due to having to 
repeat the same 
patterns again and 
again every play. 
However the p/6 ' 
area is certainly 
large, and there 
some good to 
especially the sick 
whenHamish 




ESENTATION 




010/ A hilarious Instruction 
O I /O booklei a" about the nurds 

GRAPHICS 




ORIGINALITY 




77% IS 



Some interesting enemies 
" ' obstacles with cute 



^\ Q / Simple layouts with same 
yQ good enemies end death 




routine. 



O / Mo $' of the screens are very 
• ""ey and won 't get you 

ty thrilled. 



Q*5Q/ Mosto'the 
*-'*- / rV wildly thhl 



A 00/ Sim Pl*> bangs, bumps. 

/O cr,,snBS an ° diking noii 

VALUI 




■7AQ/ There are 50 multi-sci 
I J fr\ rooms end they get 
' *~ incredibly difficult tot 



-• 1- 



f here are SO multi-screen 

menage 



CCO/ D 'sapPOinting/y doesn 't Itve 
Qy up to theinstructions, out 




do. Shoot the ships which 
trundle back and forth across the 
screen, and blast the planes. 
Boring huh? OK, so the game's 
far from easy with your sub usu- 
ally being sunk very quickly, but 
it is so dull with only the two 
screens both containing basic- 
ally the same action. 

JR 





deviant of 
ead loft me 
disappointed. The 
graphics are okay 

except for not 
showing torpedoes 
but the two simple 
didn't give me 
htodo. It was 
'ifficult to know 
to avoid getting 
and a cursor on me 
would have been 
appreciated. Abouta 




— ttUti 




ZZAP! 64 July 1985 71 



Apia 



zooms 



JONAH BARRINGTON'S 
SQUASH 

New Generation, E7.9S cbm, joystick or keyo 



•Sporta simulation with 



Tennis has moved from the 
early days of Pong to the 
realism of Matchpoint and 
On-Court Tennis and now 
squash has done the same. 

The game gives you the view a 
spectator would have from be- 
hind and above the court where 
the two players are. You can 
play against the computer or 
another player or even put the 
game into demo. 
•The players are animated 





I enjoyed this new 
sports simulation and 
once I got the hang of 
the timing and getting 

to the ball, fluent 
rallies were 
The speech isn 
good as Imposs 
Mission or 
Ghostbusiers ai 
seems superfluous, 
think this may we/foe 
a hit with sports 
players, my only 

ti fh7tkT^ontF 

quite well with even the sweaty 
creases in the shirts moving 
around. However they don't run 
too convincingly and don't res- 
pond to diagonals on the joy- 
stick. 

The ball can be put on one of 
four speeds with red being the 
easiest. At this speed the com- 
puter gives a good game while 
on a yellow fast ball it is incred- 
ibly mean. 

You hit the ball just by press- 
ing fire and if you're close 
enough to it, it is automatically 
hit. The timing of the stroke can 
determine the speed and angle 
of the ball, there being six angles 
possible. 

All the usual rules of squash 
apply with obstructions and 
outs. You can play one, three or 
five game matches with the win- 
ner of each having to reach nine 
points. 

The score is constantly called 
by Jonah Barrington and the 
quality of the speech is pretty 




The speech got rather 
grating after a while 
and your man falling 
on his ttum every time 
twos hit by a squash 
'I was annoying, 
'was rather 
'and the 
ts weren't 
dar/y amazing 
nevertheless this 
fto 



^rve at the 






good too, although it does 
sound a little muffled. Just like 
he's speaking through a pane of 
glass, which he is of course. 

There isn't much colour with 
the players wearing white and 
yellow but the ball is black and 
big enough to see easily. 

BW 



PRESENTATION 



I 



icellent speech 
and realistic ball 
movement gave me 
some initial interest. 
Umpteen games later 
I wasn 't so impressed: 
I didn 'i feel as if I were 
truly controlling the 

shots Especially 
when going for a ball 
coming from the left ■ 
the racquet stays to 
He right I % This made 
quash an unrealistic 

and annoying 
imu/ation for me to 




~7C+0/ ^"'^ '"Id all the rules of Cf\C\/ Our usual cop-out sports 
/ D /O ooflf^ * speech is J}(J ^ simulation rating. 




CIO/ Reasonable animation but T<in/ The computer is a good 
D I /e\ "'ore s not much else on a / I *y n starting opponent and 
squash court. * ■ i V control is easily learnt 




64% 



Good speech but little else. 



The computer skill level 

. tough and two 
playensisfun 



^AfJ/ JhecomfHJter 
/ II VO Qets really toui 




O/ A good simulation that is 
t\J/0 wy Potable. 




Trouble In Store for Herbert 



Spectrum 48K £9.95 
Commodore 64 £9.95 
Amstrad CPC464 £9.95 





44 The Broadway, Bracknell, Berks. 0344 427317 



Large pipe marks exit to 
room above 




Careful liming 
required lo 
pass this crusher 



^ Oxygen 
supply healthy 



Just two ob/OCtS in your 
Docket 



IndKAles direction ol 
control room 



T he pause mode 
you lo save your 



allows 
position 



The first space-age aard- 
vark hits the 64 with this 
250 (25x10) screen epic. A 
long forgotten robot-controlled 
factory situated on the edge of a 
solar system sets the scene. 

The factory has worked away 
automatically for a hundred 
years, the robots harmlessly 
carrying out their menial tasks 
until now. A powerful alien 
force, possibly jealous of Earth's 
riches, has invaded the factory 
and reprogrammed the robots 
so they can destroy our planet. 

Your job is to enter this hostile 
environment and discover the 
Control Centre where you can 
disable all the automatons. In a 
climate suited to robots you 
have to fight your way through 
zero gravity, diverse temperat- 
ures, floating swarf and through 
the many weird and wonderful 
screens to achieve this. 

Armed with only a space suit 
and a laser you have a formid- 
able task ahead of you. There is a 
jet cycle for you to use once you 
have found and collected it Col- 




lect it, did I say? Well, the robot 
guarding it isn't going to give it 
up easily, not without a few bul- 
lets being bounced about, any- 
way. 

Once you have got the jet 
cycle your mission can really 
begin. Don't spend too much 
time admiring the view, get to a 
pipe and move up or down it (if it 
isn't blocked off). 

At the bottom right of the 
screen there is a scanner/map. 
This shows the adjacent two 
rooms in each direction, a total 
of 25. It doesn't reveal what is in 
the rooms but you C an clearly 
see the entrances and exits to 
them, so you are able to plan 
your moves ahead. The map will 
flash a room red if a dangerous 
'megaswarf' is residing within 
and yellow for the control room. 
There are other colours too, but 
you have to work these out for 
yourself. 

The pipes which link the var- 
ious rooms are zero gravity lifts 
forming a large and complex 
system and allowing extensive 



An inttanl cull clastic. Bniliani atmospheric backdrops, plenty ol 
action and Iota to gat your grey maner danaing bach into action 
The sound was Wlghiry disappointing but the muaie on the titl« 
screen complements (he game perfectly A huge playing area will 
deep i ho cartographer* happy for a long lime, and mapping is 
preny much an essential pari of playing the game. I loved this 
game and although ralher obscure at times, should gather a cult 
following 



A map of the nearest 25 
rooms, with yours, in the 
centre 



exploration and access to most 
rooms. If there are no pipes then 
there are usually doors either in 
the left or right hand walls which 
allow you to enter the adjacent 
rooms. 

On your travels through the 
factory you will see much old 
and abandoned machinery, 
some of which may still be work- 
ing. There are CRUSHERS which 
clang up and down and will 
flatten you if you're careless 



enough to stray under their 
mashers. Odd revolving 
SCOOPS grind away into the 
night and CONVEYOR BELTS, 
harmless but progress-slowing, 
trundle along their infinite 
paths. COMPUTERS too tick 
away the long hours to them- 
selves, but most are purely a 
decorative part of the land- 
scape .... 

There are also rooms contain- 
ing large machines which al- 



pacesuit status 



Unfl 
there is a 
status r 
shows. 




in 40 



ng your 



SUIT STATUS This shows you 
how many leaks you have in your 
suit. The more leaks you have, 
the (aster you will lose oxygen 
Your oxygen Is represented by a 
bar above the status box. Let it 
diminish to zero and you're dead 
mi There are canisters of oxy- 
n which you can pick up when 
>ur air is low. 



life. One word ot warning - if you 
are already carrying between BO 
and 90 patches don't pick up any 
more You can only carry 99 
patches so it you picked up an 
extra package, most would be 
wasted. 



CHARGE STATUS This deter 
mines your laser power Let it get 
to zero and you won't be able to 
lire You can pick up extra 
charges but again, no more than 
99 



*TCH STATUS: Shows how 
any you're carrying. Patches 
e vital to stop you losing oxy- 
n. II you have no patches you 
II lose oxygen You can pick up 
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Despite lit slightly dateo feel I still enjoyed the upionng end 
blasting of this aanjvark ft certainly matches the complexity and 
slw of other recent games and provides plenty of challenge. ( also 
rn |oyed Wfne of tho funny and weird (ouches, encepf tor Marvin 
who depressed me no-end. 



SSL 



# MbbbIvb 250 Borean robot factory Co explore 

• Davious puzzles, classy graphics, long challenge 



though standing static may have 
mysterious purposes later on in 
the game. Large ELECTRICITY 
GENERATORS, a NUCLEAR 
REACTOR and its ENTRANCE 
ROOM are just a few of the high- 
ly deadly locations. 

Some rooms contain odd 
robots which have escaped the 
ravishings of the aliens and are 
still friendly, and these will help 
you solve the game. 

As you wander around the fac- 
tory you might see an object 
lying around. Move over it and 
you'll automatically pick it up 
and it will fall into your pocket. 
This pocket is represented by a 
box on screen. It shows what 
you have picked up. If you'd like 
to examine the object more 
closely, press space-bar and a 
cursor will appear in the box. 
Move the cursor over the object 
and press fire. You will get a 
read-out telling you what the 
object actually is. 

These objects have to be used 
to solve puzzles throughout the 
game, and the only way to com- 



plete this game is to use all the 
objects. At first you will only find 
a few objects. But give one of 
these to the correct friendly 
robot and he will give you 
another object. Use this to solve 
another puzzle and you will gain 
yet another piece! Eventually 
after solving many puzzles you 
will, hopefully, be able to gain 
access to the Control Centre and 
then disable the robots. 

When you start the game you 
are given eight lives. You can't 
earn any extra lives but there are 
supplies littered around the 
factory which you can pick up to 
prolong your current life. 

The main cause of death for 
your man is suffocation. 
Throughout the factory there are 
thousands of pieces of razor 
sharp SWARF floating around 
randomly. You have to shoot 
this flying debris: if you touch it 
it will make a leak in your space 
suit. This will be indicated on 




screen. If you are earring some 
patches the puncture will be 
automatically fixed. When you 
run out of patches, though, you 
will start to lose oxygen. 

The more punctures you have 
(up to a lethal maximum of 99) 
the faster you will lose oxygen. 
The faster you lose oxygen the 
less time your man will live, so 
blast that swarf! Occasionally 
you will come across a MEGA- 
SWARF. This giant swarf will 
chase you at high speeds and 
give your spacesuit more holes 
than a sieve. 

If you want to map the game, 
the space bar will pause the act- 
ion and tell you the location 
you're in. It does this by refer- 
ring to the factory layout which 
is a 10x25 screen complex. The 
programmers have marked the 
top 0 to 9 and down the side A to 
Y. You can then work out your 
position in the factory: eg M2 
(where you start) is in the bot- 
tom left hand region of the 
factory. 



B*g and boring. I First thought How wrong l was perseverance 
proved rewarding as I found Snangatoop wmt big. but cenainty 
not so dull Despite wealt sound and little help on the instruction 
side twhich tlidn 'I make <f easy lo get into the game), I found the 
excellent graphics end putties made it an en/oyabte end atmos- 
pheric aardverk to play. 



Object Objective 




PRESENTATION ORIGINALITY 



(2C\Q/ ,Jnhe, P* ul instructions but a 

oy /o nkedem °- 



GRAPHICS 

QQO/ Wonderfully detailed 
fSlJ /r\ screenswith some great 
w w ' u characters 



"700/ L oM ot greet ideas and 
f Q /q highly original puules 



3 K ABILITY 

—j jy q/ Once you start cracking 
I £!> ft\ Pfblems you can't stop 
■ t *-* playing 



M a r\ / Same weak Deeping as on 
/I /I /r\ the Speccy and a vary quiet 
■ ■ /U Mlatune. 

VALUE FOR MONEY 



010/ rn 'S'sarealtoughte. 250 
y | /q screens, wicked puz/les 



C\/ One of the best aardvarks 
f\ r\ fr\ around, providing lots of 
r*J complexity. 
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The humourous 
nature of the game 
gives it instant appeal 

and addictive 
qualities. It's a touch 
repetitive. I'll admit 
but it's still enjoyable 

to play and some 
immense scores can 
be achieved rapidly. 
£2.50 seems a meagre 
sum to pay for a game 
of such class. 



Great fun is this- What 
goes on behind the 
door with the heart 

will not be mentioned 
(there are minors 
reading} but your 
guess is as good as 

mine' Great graphics, 
tune andgamep/ay 

make it a real winner. 
AND it's only €2.50. 



CHICKIN CHASE 



Firebird, E2.5Q case, joyatick or keys 



A little French number to make Buzby blush 



This is a slightly risque, but 
fun, addition to Firebird's 
growing silver range — 
they bought it from the French 
and it shows. 

Essentially there is only one 
screen although, as you will see. 
there is some important off- 
screen action. The screen is the 
inside of a hen-house, complete 
with nests, grain and door to the 
hen's 'boudoir 1 . 

You control a cockerel and 
must do all the things that cock- 
erels like to do: eat grain, peck at 
rats and worms, and um, well . . . 
take part in the aforementioned 
off-screen action which you inst- 
igate by moving through the 
door to the boudoir after 
Madame hen. 

While in there a jolly tune 
plays, and red hearts appear on 
screen — up to a total of ten if 
you wait long enough! Mon ami, 
what can zis mean? Then the 
cockerel staggers out (yes, liter- 
ally) and must eat the grain lying 
around. This will give him 



further vigour and speed for 
chasing off nasties and, er, 
doing other things. 

Meanwhile Madame lays her 
eggs in the nests at the top of the 
screen (there are ten nests in all). 
These must be allowed to hatch 
and need to be protected from 
the various predators that roam 
the vicinity. Snakes, rats, hedge- 
hogs, stoats and racoons are all 
after your pride and joy. 

The snakes are the fastest of 
the group and area real pain. All 
of these nasties can be driven off 
with a swift peck, but increase in 
number and speed as your score 
rises. 

If all ten nests should become 
empty — through either all the 
eggs hatching or being stolen — 
then Madame won't be too 
amused and will let the cockerel 
have it with her rolling pin. 

Occasionally a worm makes 
an appearance from below 
ground, and a hefty bonus is 
awarded if it's caught before dis- 
appearing. 



Wonderfully 
irreverent sense of 
humour from our best 
of enemies across the 
channel, f don't think 
it's got a great deal of 
lastability since in the 
end the action doesn't 
change that much, but 
it's fun and funny and 
worth buying. 




The graphical representation 
of the inside of a hen-house is 
very good. The sprites too. are 
good and although large and a 
little blocky, effective. Another 
high point is the great title 
screen picture of a winking cock- 
erel. The sound effects and 
tunes are as good as the graph- 
ics and are put to good use 
throughout the game. 

Oh, and I mustn't forget the 
game instructions which brill- 
iantly and humourously reflect 
the game's French origins. Ooh 
la la. Ees magnifiquel 

GP 




PRESENTATION ORIGINALITY 



7*1 0/ These French people wtftn 
| /q hilarious instructional 



Q FT 0/ Wonderful scenario wth 
03 /q some really whacko 



gamoplay. 



HOOK ABILITY 



~7 0 0/ Good animation on all 
/ £ /q characters but what goes on 



behind the door? 



SOUND 



A 0/ Marvellous humour and 
QL^ /q greatactionl 



LASTABILITY 



000/ ^ ule sound infects *" 
QQ /q round and a tune. 



Q — 7 Q / Gets hard as the animals 
Q / /q flood m but a trifle 
' ^* monotonous. 




"7QO/ Great impact and excellent 
/ j /q high scoring potential. 
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Meet the Gang! 




1st EVER MULTI-ROLE ARCADE ADVENTURE 

Includes Hit Single on reverse "Everyone's A Wally" performed by Mike Berry 

Spectrum 48K £9.95 
Commodore 64 £9.95 

Amstrad CPC 464 £9.95 44 The Broadway, Bracknell, Berks. 0344 427317 





_ JiOMP 

Win a Virgin games bundle! 




Match the pictures and you could pick up five titles, a T-shirt and a 
calculator 




Here's an opportunity to get a nice fat bundle of software through your front door, 
because we're giving away FIVE big 64 titles from Virgin to no less than 20 people. 

Each winner will receive a parcel containing the company's latest releases: 
STRANG ELOOP, GHETTO BLASTER, GATES OF DAWN, FALCON PATROL II and 
SORCERY. And in addition, the first five winners will get a Virgin T-shirt and 
calculator. 

Entering, as usual, is a piece of cake. Just look at the five labelled pictures (A-D). 
Each of these is taken from part of the cassette inlay of one of the games (number- 
ed 1 to 5). Your task is simply to match the picture with the game. 

When you've matched all four, write down the letters in the right order on the 
beck of a postcard or stuck down envelope and send it to us, making sure to include 
your name, address and T-shirt size. For example if you think Sorcery is picture B, 
Strangeloop A, Gates of Dawn C, Falcon Patrol II D, and Ghetto Blaster E, write: 
BAC,D,E 

Send your entry to: Virgin Competition, Zzap! 64, 1 Church Terrace, 
Yeovil, Somerset BA20 1HX. (You can include this entry with other mail or 
competition entries, provided it is on a separate card or envelope, and is marked 
with your name and address.) 

All entries must reach us before July 15th, when we will draw out the winners 
from the correct entries. Only one entry per household is allowed. 




The games to match 

1 SORCERY Colourful, multi ^ 

screen arcade-adventure in M 

which you control a flying witch m 

and must crack some very W 
tricky, energy-sapping puzzles. 

Tips and a map in this issue. M 

2. STRANGELOOP A great siz V 
zler of a game reviewed in this V 
issue. Explore over 250 screens 
of robot factory, shooting 
enemies and trying to solve the ■ 
puzzles which will give you 
access to the central control 
room. 

3. GATES OF DAWN Also an 
exploration game, and a very 
unusual one at that. 3D action, 
plenty of locations — but what V 
are all those mushrooms doing? 
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IMS 




Understanding 
your opponents 

Each person in this game has 
certain characteristics, which you 
can discover by carefully watch- 
ing the comments printed on 
screen as each makes his move. 
For example, you'll notice that 
Doc Holliday winks a lot at Moll 
the barmaid when he thinks he's 
got a rotten hand and is trying to 
bluff his way out. 

On the other hand Matt Dillon is 
consistently good and does all 
sorts of things to foot you. 

Once you get the swing of the 
game you can have a really mean 
game of poker and bust the play- 
ers of all their money which is 

nrpal fun! _ 




Duckworth, £5.95 cans, keyboard only 



t Fine simulation 



of the gambling card 



Smoke-filled saloon with six 
dubious characters look- 
ing slyly at each other and 
you're all alone in this hostile 
environment. Life is as cheap as 
a game of cards and perhaps 
you'll be shot. There's nobody to 
help you and nowhere to run to. ' 

That's the atmosphere gener- 
ated by this program which of- 
fers all the features of real-life 
poker, the game in which you 
have to try to obtain certain 
combinations of cards, and then 
make a bet according to how 
good you think your hand is. 

There are six characters who 
challenge you and try to take 
your money. You start with 
$1000 and unless you're as care- 
ful as they are you'll soon find 
your money disappearing. 

As in real poker everyone 
takes turns to deal and five cards 
are dealt to each player. You can 
then view your five cards and 
sort the hand out. Initial bets are 
made and everyone decides in 
turn whether to stay in. raise the 
pot or throw out their hand. 
Once the preliminary round 



Although the graphics 
aren't spectacular, the 
sound i$n 't stunning 
an d the whole game is 
rather slow, irstillhas 
plenty of character 
and provides a great 
game of cards. If you 
find yourself bored of 
zapping then this is an 
excellent way to 
spend a Sunday 
afternoon. 




The round continues with 
each player either raising the 
stakes (by 8 dollars a time), 
throwing in their hand or asking 
to see the others' hands (and 
matching the current stake}. 
This is where you find out who 
really has guts. 

When no one wants to raise 
any higher, all the hands still in 
the game are revealed and the 
highest combination takes the 
pot. 

JR 






Howdy yawl 1 1 ft 
mosey don do* 
tell ya what I thoi 
about that there I 
program. Well one 
things fer sure those 
cowboys play a mean 
hand of five card stud 
and I'm sure ol' Mollis 
tin'andte/lin"em 
at I've got. In tact if 
ings git much worse 
I'm a gonna haveta 
Starr p/ayin' Strip 
Poker cos' it's easier ta 

beat and the 
opposition ' s a mite 
prettier. 



has taken place the real fun 
starts. Perhaps you're taking a 
risk on a low hand, but who else 
is to know? Bluffing like this 
works sometimes, but don't try 
it too often. If you want, and 
when everyone is ready, you can 
discard up to three cards to try to 
improve your hand. 

Keep an eye on what the 
others are doing too. If someone 
doesn't discard anything it usu- 
ally means he's got a pretty 
good hand. But be warned, 
some of the computer players 
will also bluff. 



64% 



0/ I" game instructions 
Q and good screen layout. 



O RIOINAU TY 

9' t i ' ■ < ■ ■ fc 

r— * r\ / Poker has been done 
/ /r\ before but not with 
' ' six opponents. 



25%"% 



Nice cards but little 





61% 



Money, money and 
more money f 



— • 4 «■ 



1 CO/ Dealnocseand 

I ^ /Q occasional gunshot. 



/-*^n/ Lots of cash to 

67% i&sxur 





QQCy Perfect for those with a reckless gambling streak. 



eritunt, is 6Ap 



CAN YOU WAIT? 
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How to squeeze an arcade 
into your 64 




The trouble with arcades is there's a limit to how many lOp pieces you can keep 
pushing down those greedy machines' throats. Owning a 64 can put paid to such 
problems. There are a stack of excellent arcade clones available on the 64, the 
cream of which are detailed on these pages by arcade fanatic JULIAN RIGNALL 
Although JR can recommend any of these titles, he's also rated them on their 
graphics, sound and on how well they resemble their arcade big brothers'. 



CYBOTRON 

Anirog. £7.95 cass. one or two 
joysticks 

This superb clone of Robotron 
2084 has all the features and exc- 
itement of the Williams original. 

You are the Cybotron, a mutant 
human, in the not -too-distant fut- 
ure. Robots have taken over the 
earth and are hunting down the 
last remains of the human race. 
It's up to you to save them all. 
while blasting the robots to king- 
dom come. 

When you start you are pres- 
ented with a screen filled with 
robots, your Cybotron, and two 
humans wandering about. Pick 
up the humans by running over 
them and bfast the robots, while 
avoiding the obstacles littered 
around the screen. 

You control the game using 
either one or two joysticks. Two 
gives true arcade feel — one is 
used for movement and the other 
to direct your laser stream. Using 
one joystick will make the Cybo- 
tron fire in the direction he's 
moving. 

The graphics are almost ident- 
ical to. but slightly larger than the 
original The high score table is 
excellent, wllh ihe facility of stor- 
ing 100 top scorers, just like the 
original. The sound, too, is similar 
to its bigger brother, with the 
right sort of blasting and zapping 
noises. 

There're 100 waves to chall- 
enge your reflexes and dexterity 
to the utmost, and even by wave 
10 the going starts to get very 
hefty! 

Rignall Ratings 

Graphics 81% 
Sound 69% 
Arcade feel 92% 
Accuracy 86% 

JRhkjhscore: 243.000 



GYRUSS 

Parker Brothers, £24.95 cartridge, 
joystick only 

This classic, albeit expensive arc- 
ade conversion, is a superb impl- 
ementation of the video game 
original. 

It's a fast and furious 30 shoot- 
em up as you battle your way 
back through our solar system to 
reach Eartfj, You move round the 
edge of the screen in a 360 degree 
out from the 
and at later 




levels spiral in from the edges. 

Blast them all to progress to a 
higher wave, each wave getting 
more and more difficult. After 
every few waves you have a 
chance stage to boost your score. 
Destroy as many of the non- firing 
aliens as possible to get a bonus. 
Destroy all 40 of them and get a 
special 10,000 bonus. 

As you get further into the solar 
system, past Jupiter and Saturn, 
things start really heating up with 
a myriad of aliens swirling about, 
dropping bombs and generally 
making a nuisance of themselves. 

The graphics are faithful to the 
original, and the sound is a 
superb rendition of Bach's Toc- 
cata and Fugue. There are also all 
the correct explosive noises, and 
zooooms as the aliens go over. 

Rignall ratings 

Graphics 81% 
Sound 96% 
Arcade feel 90% 
Accuracy 92% 

JRhighscore 1,328,550 



SPACE PILOT 

Anirog. £7.95 cass, joystick and 
keys i 

Time Pilot was a minor hit in the 
arcades around 1962. This vers- 
ion provides a good challenge 
and a good old fashioned blast. 

You pilot a fighter jet which 
flies in any direction through 
moving clouds, blasting various 
enemy aircraft. There are five diff- 
erent stages. You start by tackling 
the biplane fighters of World War 
I, progress through the mono- 
planes of WWII, the helicopters 
and jets of the 70s and 80's and 
end up with the frying saucers of 
2001. 

On each level you have to shoot 



a certain number of planes before 
a big craft of that period appears. 
Shoot that to move onto the next 
period. Paratroopers occasionally 
appear which you can pick up for 
bonus points. 

Overall, like the arcade version, 
the sound and graphics leave 
something to be desired, but are 
quite adequate. The movement is 
smooth and the action satisfying. 

Rignall ratings 

Graphics 61% 
Sound 34% 
Arcade feel 79% 
Accuracy 81% 

JRIowscore: 110.000 



HESGAMES 

Thorn EMI/Hesware. £27.95 disk, 
joystick only 

This one has a different approach 
to Summer Games. Oul of the 
seven events three: 100m sprint. 
110m hurdles and long jumps, all 
require waggling power. Even so. 
there's still skill involved whilst 
you're pumping away. 

The other events are archery, 
diving and two categories of 
weightlifting. These events re 
quire timing and quick reflexes, 
similar to some of the events on 
Track end Field II . 

Again this isn't a copy of the 
arcade machine, and has a differ- 
ent scoring system, but will 
appeal strongly to its fans, mak- 
ing a nice complement to the 
Quicksilva/Epyx program. 

Rignall ratings 

Graphics 86% 
Sound 76% 
Arcade feel 89% 
Accuracy N/A 

NA 



GUARDIAN 

Alligata, £7 95 cass, joystick and 
keys 

One of the best known and most 
perplexing arcade games, Will- 
iams' Defender, is cloned in what 
must be the best version on any 
micro. 

Guardian puts you on a barren 
two-way scrolling landscape. You 
have to protect eight humanoids 
from the six marauding weird and 
aggressive aliens. Using the 
scanner, a miniature radar scan of 
the planet, seek and destroy the 
hostites. If you're careless 
enough to let all your humanoids 
be stolen then your planet ex- 
plodes leaving you in hyperspace 
to battle it out with all the aliens 
and the very dangerous mutants. 

The graphics and sound are 
totally faithful to the original 
machine, down to the last pixel. It 
even contains some of the bugsl 
You should only play with keys— 
this gives incredibly realistic 
'arcade feel' — even if the novices 
say that it's better to play with a 
joystick! 

Rignall ratings 

Graphics 79% 
Sound 47% 
Arcade feel 96% 
Accuracy 98% 

JR highscore: 795,000 



PETCH 



Anirog, £6.95 cass. joystick and 
keys 

The cute game Pengo has quite a 
few conversions available for the 
64. This version from Anirog is 
the best by far, and is copied 
down to Ihe minutest detail. 

Petch puts you in the snow- 
shoes of a penguin who is having 
the misfortune of being chased 
around an ice cube filled playing 
area. You can shunt the cubes 
around and sling them at the pur- 
suing Snow Bees, squashing 
them with a satisfying 'squelch'. 

There are also three magic 
cubes on the playing area: push 
these together in a line for a 5,000 
or 10.000 point bonus, A bonus is 
awarded for speedy disposal of 
the baddies and in between 
screens while your time bonus is 
calculated a set of penguins will 
do a little dance for you. 

Sound and graphics are ident- 
ical to the arcade original, even if 
they are slightly slower. A nice 
tune. Popcorn, plays throughout 
the game and doesn't become 
annoying. 

Graphics 69% 
Sound 65% 
Arcade feel 86% 
Accuracy 93% 



JR 



highscore: 197,400 



■ I 
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TAPPER 



SUMMER 
GAMES 



US GokJ/Sega, £9 95 cass, £12.95 
disc, joystick and keys 

The licensed version of the fast 
and frantic beer-pumping, glass- 
sliding arcade game. 

You are a barman in charge of 
four bars and of course it's your 
job to keep the advancing cust- 
omers happy by sliding them 
drinks and collect the empty 
glasses slid back to you. Sounds 
easy? Not when there are loads of 
them, each gasping for a drink I 

Filling the beer glasses and 
slinging them down the bars to 
get rid of the customers is easy on 
the first level, the cowboy bar. On 
subsequent levels the punk bar, 
sports bar and alien bar the going 
gets really tough with customers 
pouring through the doors. 

In between bars Is a great 
bonus round where you have to 
remember which can of drink is 
empty after it's been shuffled 
around. Guess wrong and you get 
soaked. 

Graphics on this conversion are 
stunning, large and detailed and 
great jingles play throughout. 

Rignall rating* 

Graphics 89% 
Sound 76% 
Arcade feel 81% 
Accuracy 93% 

JRIowscore: 111.000 



MR DIG 

Microdeal, £8.00 cass, joystick 
and keys 

The largely uncopied Universal 
game, Mr Do. is represented here 
in a reasonable conversion from 
Microdeal. 

Although originating from Dig 
Dug it expands on the scenario 
and provides an exciting and fast 
game. The idea is to collect all the 
cherries from their underground 
patches, or destroy all the 
monsters. The latter is done 
either by clearing the earth under 
large apples causing them to fall 
on your pursuers in true Dig Dug 
fashion, or by throwing a magic 
ball at them, which will blow up 
on contact. 

To liven things up the monsters 
mutate into even worse things 
which gobble everything includ- 
ing you. On later screens you 
have a chance to earn extra lives 
by hitting a special monster label- 
led with a letter on its chest. Spell 
out BONUS and an extra life is 
yours. * 

This Microdeal release isn't tot 
ally faithful to the arcade version, 
the graphics aren't too hot in fact, 
but the tune is great. A variety of 
skill levels make up for the 
graphics. 

Rignall ratings 

Graphics 61% 
Sound 70% 
Arcade feel 62% 

'73% 



Quicksilva/Epyx £14.95 cass. 
£19.95 disk, joystick only 

The eight events in this game in- 
volve skill, patience and in one 
instance speed. Some of the 
events are based loosely around 
those in Track and Field I and II, 
having the 100m sprint from I and 
the skeei shooting, pole vault, 
100m freestyle swimming and 
gymnastics of II. Added to this are 
high diving, 4X400m relay and 
freestyle swimming relay. 

The game doesn't score like the 
arcade game but you havo the 
option to play eight players at 
once and go for those world 
records. 

Graphically this is a master- 
piece: the animation of the run- 
ners and the backgrounds of the 
events are superb. Sound is great 
too, choose which country you 
want to be from the wealth of opt- 
ions and if you win the national 
anthem will be played. 

This is not essentially an arcade 
style conversion but will appeal 
universally to 1 rack and Field f fans 
who like a bit of skill to challenge 
them. 

Rignall ratings 

Graphics 91% 
Sound 79% 
Arcade feel 86% 
Accuracy N/A 

JR hlghsconvNA 



STELLAR 7 

US Gold. £9.95 cass, £12.95 disk, 
joystick and keys 

Although not a true copy of the 
Atari arcade classic. Batilerone, 
this takes the original game one 
step further. 

The original vector (wire- 
frame) graphics are faithfully 
reproduced in this game and pro- 
vide an excellent fast and realistic 
3D effect. The theme of the game 
is to blast as many of the alien 
craft as possible before moving 
onto the next sector. There are 
lots of different types of hostile 
vehicles, radar and gun emplace- 
ments and even two sorts of fly- 
ing craft which are a far cry from 
the missile, saucer and two tanks 
in the original. 

All the craft vary in intelligence, 
viciousness and number of shots 
it takes to destroy them. When a 
sector is cleared a warp-gate will 
appear. Go to this and you will be 
spirited away to the next meanie- 
infested planet. 

Tho graphics are superb, and 
there's a fantastic mission brief- 
ing session. Sound is disappoint- 
ing: just a few bleeps and bloops 
and an ear-wrenching noise 
when you are being transported 
lo another sector. 

Graphics 82% 
Sound 31% 
Arcade feel 84% 
Accuracy 87% 

JRIowscore: 7.100 



EAGLE EMPIRE DECATHLON 



Alligata, £7 95 cass. joystick and 
keys 

Anyone who frequented the arc- 
ades a few years ago will remem- 
ber Phoenix. This excellent 
conversion to the 64 by the author 
of Guardian, and is again accur- 
ate to the tiniest detail. 

The game puts you against five 
waves of the Eagle Empire, clim- 
axing with the giant Eagle fort 
ress. The first two screens 
present you with galaxian-type 
birds making kamikaze attacks on 
your craft. The next two screens 
look harmless ai first, just eggs 
floating about the screen. Bull 
These hatch into giant eagles 
which swoop and attack you in 
horrific fashion. 

After this is the Great Mother- 
ship. Destroy this and move on to 
the next challenging level. 

Sound is pretty disappointing, 
nothing like the screams and 
explosions of the original. 

Rignall 

Graphics 63% 
Sound 31% 
Arcade feel 82% 
Accuracy 84% 

JRI 



cass, £19 99 



Acti vision. £9 99 
disk, joystick only 
Although no true arcade Track 
and Field exists for the 64. there 
are some derivatives of Ihis game 
which in a way improvo upon the 
original iheme. 

Activision's Decathlon is 
probably ihe one most like the 
original arcade game. This is def 
initely a 'raw power' game — the 
essence is on the speed you move 
the joystick left and right The 
faster you do the better you will 
score In the 10 decathlon events, 
although some of the throwing 
and jumping events also require 
timing skills.. 

The graphics and sour 
certainly far better than on 
Thompson's Decathlon, altf 
not as good as the more expens 
ivo versions from Epyx and 
Hesware 

Rignall ratings— 

Graphics 78% 
Sound 72% 
Arcade feel 93% 
Accuracy N/A 

JR lowscore: 10558 



require 
fthough 
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A complete monthly guide by the infamous White Wizat> 
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Things h.ve no J*^, must con^s to 

Slow "h^^ething to do •JJSS fish in M 



82 ZZAP! 64 July 1985 




hat better place to start than with Cast/e Black- 
star, one of the greatest adventures ever to 
grace the humble Spectrum and now at last on 
the 64? Using an Infocom-style screen layout, 
scoring and move counter, this classic text- 
only adventure has you roving about the 
'fantastic' Middle Ages. 

I record my early disastrous experiences: 
After waking from my troubled dreams and being told by a 
pretty lady that I should go out and find a certain orb for her, I 
find myself in a dry valley near to a castle. Alas I am also near 
to a large forestand spend many moves blundering round it. I 
have no objects to drop and mark my way, having lost them 
all as (I blush) a penalty for uttering oaths. {This latter is an 
excellent touch, but programmers really should try to dis- 
criminate between foul-mouthed ores who deserve every 
punishmentthey get, and those such as I who let slip only the 
very occasional improper remark.) 

After giving up all hope of escape I accidentally take a 
wrong turning and stumble upon a gingerbread cottage. My 
joy is turned to sorrow a few minutes later when I am turned 
by a witch into a small, pink, wriggling worm! Great goblins 
alive, I am not used to being treated like this! But luckily, after 
being eaten by a bird, a goddess, bless her soul, takes pity on 
me and restores me back to my wise and wonderful self. 

Back I go to the castle only to find that the woodland has 
grown over my previous route and I am back to square one, 
lost! Never mind, I relish a challenge. I am pleased to report 
that after a few games I have been able to enter the castle and 
really get going. 

Cast/e B/ackstar has many interesting locations — there are 
plenty outside the castle as well as within. Indeed in many 
ways it is up to the standard of most disk-based adventures— 
both as complex and absorbing. The vocabulary is very good 
with plenty of opportunity to use more than just two-word 
inputs. There's also a good line in responses providing 
variation and interest. Not to mention plenty of sarcastic 
comments which crop up unexpectedly and are quite 
amusing. 

One annoying feature is that it appears impossible to 
restore the game to the start position without actually 
reloading. The White Wizard believes this shows inadequate 
allowance for human failure, especially in an adventure as 
difficult as this. 

But despite this quirk, Cast/e Blackstar is a really great 
cassette adventure that should become a classic. I'm 
expecting my mailbag to expand by a few more inches 
because of it. 

CASTLE BLACKSTAR 

CDS, £6.95 cass 



-4 =.-: 




Atmosphere 
Interaction 



72% 
79% 
82% 
81% 



all 64 owners who prefer games involving typed commands rather than wiggled joysticks 




exl a look at this month's disk-based 
adventures. I feel I can begin by saying that 
there's now absolutely no excuse not to buy a 
disk drive, other than complete, abject 
poverty. 

Let me explain. I have just spent the last 
seven days in the very back of my cave, 
isolated from the rest of the world, doing 
nothing otherthan to play the latest release from the wonder 
programmers at Infocom, Hitch Hiker's Guide to the Galaxy. 
My verdict? Absolutely WIZARD! 

I feel I have no choice but to tell you about it at length, even 
though it is vastly expensive and not yet widely available in 
these isles. My hope is that someone will soon rectify this 
situation. 

Like the other Infocom games, Hitch Hiker's has no 
graphics. Yet it must rate as perhaps the most witty and 
ingenious, adventure ever. For a start it includes one of the 
largest vocabularies yet seen by me. Indeed its handling of 
words is so convincing you often feel you are engaged in 
genuine conversation with it. The most improbable entries 
you can come up with are often greeted with appropriate and 
sometimes hilarious responses. Type 'Kiss Ford' and it 
responds This is a family entertainment, not a video nasty.' 
Type a command after you've died, and it responds 'You keep 
out of this, you're dead.' 

The descriptions of the locations and of events which take 
place are also brilliantly witty and perfectly capture thefeel of 
the book on which the game is based. 

Another great feature is the Hitch Hiker's Guide itself 
which, once found, can be used obtain useful or at least 
humourous information on almost any of the large number 
of objects and characters mentioned in the game. Even on the 
rare occasions when it has nothing to offer it comes up with a 
suitable response such as That section of data was 
destroyed during an office party last night/ 

As is the case with all Infocom adventures the packaging of 
Hitch Hikers is absolutely superb. Included in its price, 
amongst other things, are peril-sensitive sunglasses and 
pocket fluff( I). 



1 
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I did not look too becoming in the peril-sensitive 
sunglasses, which are supposed to protect your eyes from 
any sort of horror by turning completely opaque at the first 
sign of danger . . . not the sort of thing a keen and fearless 
adventurer like me should wear. Mind you, throughout the 
game you could well do with a pair of these zany specs. 



You start the adventure playing the role of Arthur Dent who 
wakes up on the worst day of his life with a tremendous 
hangover, a condition the White Wizard is not unfamiliarwith 
after a heavy night on the Pipistrelle '56. 

An aspirin, and a few more moments of exploration later 
and you discover that you are in the same situation as in the 
start of the Douglas Adams book — a bulldozer is about to 
knock down your house, and, more importantly, a fleet of 
Vogon ships are about to destroy the earth to clear the way 
for an interplanetary highway. 

Early problems include how to avoid being killed by a flying 
brick as your home is crushed, and how to escape the earth's 
destruction with your friend Ford Prefect. 

A basic knowledge of the book is helpful at this early stage, 
but before long the adventure takes some highly original 
turns and offers a series of difficult and brilliantly conceived 
puzzles. 

One of the best involves trying to secure a Babel fish from a 
dispenser in the hold of one of the Vogon craft. You won't 
believe the deviousness of it. / don't believe the deviousness 
of it. Later still, by discovering and activating an improbability 
drive, you even find yourself taking on the roles of other 
characters in the game in completely different time periods, 
and encountering such beings as the Bugblatter beast of 
Traal which is so stupid it thinks that if you can't see it, it can't 
see you. 

Needless to say the number of locations is vast, and the 
game also features a useful scoring system, which often 
gives clues as to whether you've made a giant step forward or 
a massive blunder. 



CAN YOU WAIT? 
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With this game's humour, size and attention to detail, it can 
be only said that it is destined to become one of the all-time 
classics. All I wish is that someone would get a move-on and 
start importing it pronto, preferably at a slightly lower price! 

HITCHHIKER'S GUIDE 
TO THE UNIVERSE 

Infocom, £30 plus, import only 



Atmosphere 
Interaction 
Lasting interest 
Value for money 



97% 
96% 
95% 
74% 



ilsoft's adventure generator The Quill is both 
the bane and the bounty of adventurers, allow- 
ing many more people to create them but 
unfortunately also allowing the odd tacky 
adventure to be released. 

The Helm isn't one of them. It's an example 
of a really well put together game providing 
lots of humour and plenty of depth. Your quest 
is for the Helm of Immortality and it starts in the surround- 
ings, most unbecoming for this wizard, of a primitive hut. 

The major feature of the game is that it's full of really cute 
responses which alternately inflated and deflated my ego. 
When waiting for input the computer addressed me as a 
'sylph-like cosmic being', 'your absolute brillianceness' and it 
even said 'I patiently and eagerly await your next wondrous 
command, O all intelligent one.' 

Now this is my sort of computer: obedient, grovelling and 
slave-like. My beard drooped somewhat however when 
asking for help or inputting words not in the vocab list. Both 
are met by unhelpful, if not damned impertinent replies that 
nearly made me choke on a bat wing. 

The humour, good as it was, risked being repetitive but I 
found I just ignored the useless bits of text after a while. The 
actual location descriptions are usually quite good with 
coloured text but no graphics. 

The game is limited to the old-fashioned two-word 
inputting — you have to use simple phrases like Tie rope' 
and you're just lucky if you've got the right object to tie it to. 

The puzzles that have to be solved include some code- 
breaking and a rather obscure discovery concerning a thick 
fishing line. 

When the program can't act on an input it has two types of 
response. One is where at least one word appears in its vocab 
list, and the other is where no words are recognised (and you 
get cheekily ticked off for not using the Queen's English). 

It obviously doesn't match the more expensive disk-based 
games but for £2.50 1 think it deserves a place in any 
adventurer's collection, particularly if you enjoy a really 
sycophantic computer doing your bidding. 



THE HELM 

Firebird, 
£2.50 cass 





Atmosphere 
Interaction 
Lasting in 
Valuator 



89% 
38% 
60% 
73% 



his is the companion adventure to the highly 
amusing Helm, but although it too is written 
using The Quill, and has the same low price, it 
isn't such good value. The game is set on a 
submarine and features graphics and sound, 
although both are on the poor side. It isn't the 
sort of adventure that will appeal to those 
hardened and cynical adventurers who tackle 
such delights as the Infocom series. However it might well 
suit the younger apprentice wizards, as limited interaction 
and locations make it quite a simple game. 

You take the role of Ed Lines (you're a journalist if you 
couldn't guess) and you're writing about life aboard a 
modern submarine. Suddenly (there's always a suddenly) 
you're attacked, and before you can submerge, the enemy 
take the whole crew. Luckily you've hidden and have 
remained undiscovered. Great, until you find that the sub has 
been sunk. Find the telex room to send a message and you'll 
be rescued . . . otherwise a watery grave awaits. 

The game features graphics, if you can call them graphics. 
They're very poor indeed, created from the inbuilt 
Commodore graphic set. They don't add to the game 




whatsoever. What is more, there is no separate text window - 
the graphics scroll upwards with the messages. 

There are sounds too. These, like the graphics, are horrible. 
After the opening tune the sound reverts to horrendous 
pings, pongs and screeches. Worse still, the noises hold up 
play — you have to wait for the game to go through the sound 
for a location every time you enter it. 

The vocabulary is limited and the responses are very 
unhelpful — 'I can't' is the standard response for non- 
comprehension. For example 'Examine manual' gives 
There's writing on it!'. Following that up with 'Read' or 
'Examine writing' will give the stoical 'I can't'. Getting the 
manual, as with all objects, result in 'OK' ... I do hate these 
Americanisms. 

Those of you who rely heavily on the 'HELP' function will be 
annoyed with this adventure - 'You're sunk unless you 
EXAMINE things!' is the reply to every enquiry. 

Certainly one which is well fitted to the £2.50 range and 
overall not that bad an adventure, but one that the White 
Wizard would recommend only to the juniors. 



SUBSUNK 

Firebird, 
£2.50, cass 




Atmosphere 
Interaction 



46% 
48% 
37% 
42% 
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ow for a completely different kettle of fish in 
the form of Asylum from Screenplay. This was 
I originally a text-based adventure with simple 
,j graphic displays that first appeared on the 
1 ancient Video Genie and Tandy TRS80. It took 
place inside a maze-like lunatic asylum from 
which you must escape. 

Now it's been released on the 64 the only 
thing that remains unchanged is the theme. Text 
descriptions, vocabulary and graphics have all been 
improved — especially the graphics. 

The game starts inside a cell with only a bed, box and 
television camera for company. Close examination of the box 
reveals a credit card to be used for unlocking doors. 

You move around the maze, not by typed commands, but 
by using the cursor keys. The maze is shown as a 3D into-the- 
screen view and the walls scroll about convincingly when 
turning or moving in screen. This isn't quite what the White 
Wizard approves of in an adventure game, but there is a fair 
adventuring aspect to it. Figuring out what to do with the 
objects found and how to use them is taxing and tricky work. 

About the maze there are doors, objects (usually in boxes) 
and other inmates. The doors are usually locked and must be 
unlocked with the correct card before opening them. These 
doors lead to other cells that occasionally house either an 
object or its occupant {all quite mad!) 

Amongst the objects to be found are an axe, a bird costume 
(I), a bean bag {II) and several different types of cards for 
unlocking doors. 

There are a reasonable amount of responses {but nothing 
outstanding) and the vocabulary is good. There are also 
some wry humourous touches throughout the game. For 
instance, I found hacking an electrician to death with the axe 
proved a successful action, but doing the same thing to a 
hypochondriac . . . well, it did give me something of a shock! 

The White Wizard found that this was one game that 
needed careful attention to mapping in order to get anywhere 
as it was easy to lost in the maze. I found the whole thing quite 
enjoyable but for the high import price, and I think this may 
appeal more to the more arcade-minded amongst you. 




ASYLUM 

Screenplay/Softsel, £27.77 



Atmosphere 
Interaction 
Lasting interest 
Value for money 



82% 
73% 
75% 
62% 
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CRYPTIC CLUES 



More cryptic clues to tantalize 
you, and hopefully, help you 
enter deeper into your adven- 
tures. Many thanks to all those 
who've contributed. 

Remember, I'm always wait- 
ing for those hints and tips to be 
sent in. No matter how trivial 
they may seem to you there's 
always someone somewhere 
that will benefit from their pub- 
lication. Put your tips on the 
back of a postcard, giving your 
name and address, the name of 
the game, a clear and concise 
description of the problem and 
the solution in riddle or cryptic 
form. 

Don't forget to also put the 
solution to your riddle. Some- 
times you adventurers can be so 
obscure, even my most amazing 
spells will not decipher theml 



SHERLOCK 

About ten to twelve on Slater Street, 
Someone interesting you might 
meet. 

For Monday night the opium den. 
Can only be entered by chinamen. 

Basil's safe can be done. 
Without him firing his nasty gun. 
You won't succeed, try as you might. 
If opened in the broad daylight. 
(Kram Nosak, Wolverhampton} 

DUNGEON ADVENTURE 

The solution to getting past the 
carnivorous jelly is a dead loss! 

MACBETH 

A carpet up a stalk is your key to south 
of the throne room 
(Tony Treadwell, Oxford! 

COLOSSAL ADVENTURE 

Can't find the Pirate's treasure chest 
in the maze near the orange column? 
It's vaguely east-north-west I 




CAN YOU WAIT? 
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CRYSTALS OFCARUS 

Annoyed by the troublesome wraith? 

Get cross withhimf 

The answer to the riddle is a killer! 

THE HITCH HIKERS GUIDE TO THE 
GALAXY 

Worried about the bulldozer destroy- 
ing your house? A lie might help. 
Keep getting killed by a flying brick? 
What's the rush? Take time to talk, 
not the towel ! 

THE HELM 

Well, well, well. The stork 'ee likes 
fish. 

CASTLE OF TERROR 

Don't lose your head - pin your hopes 
on locking the wheel with something 
found in the mill. 

Can't climb the stairs from the 
banquet hall? — those two knights 
under the halt could do with a swing. 
{Tony Treadwell, Oxford) 

ZORKI 

To cross the falls wave the, oops! - 
nearly told you, eept er, I won't! 

(R Garrett, ChalmsfordI 

ZORK II 

Getting past the lizard head isn't that 
difficult. In fact it's quite a sweet 
thing! 

The answer to the riddle is . . . Well. I'd 
better not say directly! 

THE HOBBIT 

Slow, stow, quick, quick, slow . , . 
Time your movements carefully to 
avoid being stung by the pale 
bulbous eyes. 

EUREKA (WAR TIME GERMANY) 

The guards have a sweet tooth. 
Smoking damages your health. 
Get down and dig to the Anvil chorus. 
You can blow the bridge from under- 
neath and the eastern side looks invit- 
ing before using it. 
(Justin Bowyer, Thundersley. 

TWIN KINGDOM VALLEY 

A legendary beast can be killed with 
the staff. 

A third place medal coloured key will 
rescue a damsel in distress 
Following the royal dime will bring a 
handy present. 
(Nevil Michaels, Hull) 

COLOSSAL CAVE 

Fragile pottery needs a soft, downey 
landing. 

A three pointed spear will open a 

tight lipped shellfish. 

Don't be fooled by reflections when 

looking out of windows. 

(David McLaren. Edinburgh) 

THE HULK 

When threatened by ants go blind, 
deaf, use candle material and hold 
your hooter. 

(Steven Brooks. Bournemouth) 
ERIK THE VIKING 

Entering the church is easy if you 
show a little respect. 
To enter the ice cave do an impress- 
ion of Guy Fawkes. 
The dogfighters are afraid of them- 
selves so let them see your problem. 
Birds of prey may be hungry today. 
How do you kill the dogfighters? The 
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mirror can reflect the problem, (Tony 
Treadwell, Oxford) 

HEROES OF KARN 

A magician's tool and a friend will rid 
you of annoying spirits. 
The witch has a bad case of hydro- 
phobia. 

Your friend can use a religious 
artefact to convert a bothersome bat. 
(Brandon Appleby, Sunder/and) 

CLAYMORGUE CASTLE 

A heavenly body is buried by the 
castle. 

It's PLAIN to see that the walls are not 
all they seem. 

The rats SPELL trouble, unless you do 
first. 

Adventurers should disappear if they 
want to pass a mythical beast. 
(Mark Lewis, Worthing) 

URBAN UPSTART 

Not everything that's thrown away is 
rubbish. 

The local team have nasty supporters 
particularly if you're in the wrong 
colours. 

Fish and rodent catchers aren't good 
for you and Cheddar disagrees with 
you. 

Civil servants just love coloured 
sticky stuff. 

(Mirza the Wolf hunter, Streathamf 

CLEVER 
CONTACTS® 

Come all who may! Trouble 
abounds lor many who are 
stuck in dungeons, pits, forests 
or are being attacked by foul 
and unmentionable entities. I'm 
sure there's many of you out 
there ready to help them escape 
their plight. 

If you'd like to help them then 
why not drop your name into 
the Wizard's clever contacts 
files? Many poor hobbits, elves, 
dwarves and even humans will 
be eternally grateful. All you 
have to do is put your name, 
address and titles of the games 
you can offer help with and send 
ft direct to The White Wizard. 
Zzap! 64, 1 Church Terrace. 
Yeovil, Somerset. BA20 1HX. 
Make haste! The need is great. 

Remember, if you're taking 
advantage of any of these offers 
of help, you must enclose an 
SAE with your question. 
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AM EWrgAK lLL 

the C omputer G ame 



j YOU will become 
James Bond 

in his first arcade/adventure 
AVAILABLE NOW on 
Spectrum 48K, Commodore 64, 
Enterprise 
and watch out for 
Amstrad, MSX and others 

C Eon Productions Lid. Glidrose Publications Lid 1985 
tonartt Lid , 204 Worple Road, London SW20 8PN. Tel: 01-947 5624 Tetex 894475 G 



r 



ORDER YOUR COPY NOW! 



CALL 01-947 5624/5/6 



OFFICE HOURS ONLY 

NAME: i block letters) 

ADDRESS 

COUNTY 




To: Domark Ltd.. 204 Worple Road, 
London SW20 8PN 
DOMARK Telex: 894475 G 



'•*'»** M#** > l m> i M It 



- ~~ POSTCODE „ 

Please send me copies of "A View to a Kill - The Computer Game" 

at £10.99 (includes postage and packing). 

I enclose a cheque/P.O. for £ 

My computer is: H „ 

You may order by Access □ Visa □ American Express □ by post or 
telephone (01 -947 5624/5/6). office hours only 

Please debit my CREDIT CARD □ Signature: 

Account No: 



Expiry Date: 



HP 



COMP 




•c- - assess^ - ^ ,„ . ^j-as 
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V timetable of bloodshed 




Harper alights at 
Yeovil station in a nervy state. 
He tells me that he doesn't usu- 
ally play 'sbmups' (vile term in- 
vented by my minions) but that 
this one was a breeze. We shall 
see 



scrolling road, the object being 
to bumn and bias) nntjmv cars 




Safely esameud In the 
Ziap attic, but still looking nerv- 
ous, my challenger reveals that 
hts all time favourite game is 
Bou/dcr Dosh A brain wave. I 
load up a copy of the follow up 
Rockford's Riot, and purchase 
for him e succulent light lunch. 
My strategy works, A few 
screens of the new game, a few 
mocthfuls of food and he visibly 
relaxes. 

Rignall arrives v< 
very late, and I chortle In glee 
His face is green. This is the res- 
ult of attending a US Gold press 
function the day before and eat- 
ing poisoned chicken legs. Pois- 
oned by mel HAI My plans have 
gone well so far. He is hardly in a 
fit state to play. 

Harper abandons ft 
ford's Riot in favour of a practice 
on Spy Hunttr itself. The game 
takes place on a downward 



self at Mil costs. Aha 
Harper looks MEAN 



young 



TfiKchiimrwin auks If I 
throw up half way. can we re- 
play? I refuse to reply, but 

merrily restate the ground rules. 
The contest will be fought over 
the best of three games of Spy 
Hunter, the winner In each case 
being the first to 100,000 points, 
fast scoring is the key. 

With Rignall still look- 
ing a wonderful shade of green, 
we begin the first game. The 
players launch simultaneously 
onto the roadway and instead of 
blasting as many cars as poss- 
ible try to speed along (he 

course Both j i r. heading for (he 
river section when) mega'pomts 
are to be had. 

The entrance to the river is a 
slip road by a bridge at the end 
of which the car magically trans- 
forms into a speedboat. Once on 
the river it can blast a large boat 
called Dr Torpedo which gives a 
huge bonus of 1,500 when nil. 




DESTROYED! 

Evil JR blasts 

the Harper challenge off the road 

No, no, no, NOOOOOOO! It cannot be. The accursed Zzap games 
warrior Julian Rignall has done it again. For the THIRD MONTH 
RUNNING he has claimed the title of 64 games-playing champ. 
Swine! Barbarian! My reputation is in ruins. How can I bear to 
show my mask in public when I have again failed to find a 
challenger to beat him? 

1 was so confident, so sure. I had summoned one whom I 
thought an invincible opponent to replace last month's ill-fated 
Andrew Clarke, whose scalp now hangs next to the battle-worn 
Kempston above Rignall's computer. My new challenger had 
real class. 

His designation: Paul Harper of Bury, West Sussex. O level 
school boy. 64 owner of more than two years standing. Game- 
playing fanatic. 

His mission: to utterly destroy the rumbustuous Rignall on 
that evil US Gold arcade game Spy Hunter. 

It is true that the champion himself was no mean hand at this 
particular program, having notched up scores in the hundreds of 
thousands. Yet that is why I chose this game! I wanted to crush 
the champion on one of his own choice pastimes, in order to 
make the defeat all the more bitter! Besides my challenger 
showed astounding promise. He had notched up over 29,000 on 
the so-called 'Impossible' Mission, done all five levels on Boulder 
Dash, passed 100.000 on Suicide Express, and — here's the 
crunch — comfortably topped a MILLION on Spy Hunter. HAI 

What is more I had not left events to chance but had availed 
myself of a delicious underhand tactic. Read on 
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• A sick expression as Rignall 
remembers those chicken legs. 
Alas, my poison wasn't strong 
enough. 





^CHALLENGE 



• He came, he saw. he conked 
out. Paul Harper experiences the 
despair of the defeated. 





... nets' Frustration! 
ill is in the load. He hits the 
r first after 1 minute 8 sac- 
of play. n»rper follows 30 
seconds later, having lost a life 
on the road, the fooll 

Rlgnell has a comfort- 
able lead. He passes the 60.000 
mark after 2 minutes 37 seconds 
of play 

Waitl Harper is starting 



ilm on. The gap between 
narrows to five thous 




JR looks very, vwrv 



ANOTHER life gone, 
n t rouble — I start to 



DP' 's TTiakincj ih* 



doing mognif icently 



ead. 

4850 to 4676 — end he's first to 
hit the water and begin the big 
points. HA| JR bungles and 
loses a life! Ai id another' 



r Afi 4RS Ii 



r/Q JR 



'or failing to use a 100,00C 
in left. Ri 

lookJnf 

iroer is disappointed feeblo 



t the 
ifuat 



my 



'ptiiv Tu cr ui' oftci i 

Of 1975 Oomeslt» 




are. 



Ctreal, bulbouu Mtir 

tiarts ... what's Harper domg7t 
omplete silence in (lie Ha - ft dtec| gt the Wf0ng spot on< j 

been forced back on the road 
where the scoring potential is 
much lower Ohoqonyl Oh folly' 



its tor the 



ri 



and, 69, 70, 71 ... he's over- 
taken Harper's score M I wince 
visibly as two cars with rotating 
switchblades on their wheels 
sandwich the luckless chal- 
lenger and send his cor spinning 
off the top of the screen . 

Wait' Rignall too has 
been forced back on the road 



But his ft 
Harper, b 
way thro 
being ha 



• Not a smile in sight as the action hots up 



1 .43 pm 



jnallhits the water. 7 
;onds ahead of the chall- 
enger. But just aa I prepare to 
sink my laser axe into his neck, 
he causes me a" 



boat hit 




91.080. 
ghtshis 
idscape 

1 1 copter 
last ft" 
! points 



r & 



'ho can t see the other 
akes a bridge under 




Hurtier is bai 
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They did not lie 



Rf> monstrous mail bmg 

The hordes of heroes sending 
their scores lo me have increas- 
ed to alarming levels. High score 
quality is improving rapidly too. 
although I note with distaste that 
the Zzap upstarts continue to 
hold high positions on several 
games. I eagerly wait the scores 
which will consign them to 
oblivion. 

Enquiries from one Anita 
Weston about Quo Vadis have 
added to my concern about this 
game. She is one of the many 
who have now completed it and 
has sent off her solutions to the 
riddles to The Edge in hope of 
winning the prize sceptre. Three 
letters she's written without, so 
far, reply. Alas, this game and its 
solution have caused much 
sorrow and frustration through- 



Last month I drew attention to 
two scores which I was extreme- 
ly suspicious about and poured 
scorn on the two unfortunates 
who sent them In. Both these 
people have since protested their 
innocence to me as a result of 
which I the Sco retard proclaim 
the following: 

1. Paul Broadway of Andover. 
Hants who sent in a score of 
252,600 on POLE POSITION is 
NOT a liar, despite the fact that 
this score is utterly impossible on 
the US Gold version of the game 
— his score was produced on an 
earlier version unreleased in 
Britain which (he now realises) 
has certain crucial differences. 
Cosmic apologies. O Paul, but 
only US Gold/Datasoft Pole Pos- 
ition scores from now on. I pray. 

2. Mrs M Chuda'sclaimed score 
on IMPOSSIBLE MISSION of 
29,959 1 now have no doubts over 
at all. Instead I congratulate her 
on her fine-tuned understanding 
of this game 



out the land, the true solution, if 
there is a true solution, being loo 
obscure even for a being of my 
uncountable IQ. The only 
consolation is that if the game is 
not solved until October, The 
Edge have promised that the 
winner will then receive £30,000 
as well as the sceptre . . . 

Following my comment last 
month, I am grateful for a com- 
munication from Mrs Barbara 
Brewster of Gloucester who 
assures me that there ARE 
plenty of female humans who 
are competent game players, 
herself included. This is wonder- 
ful. You never know ... a female 
could well be called down to 
challenge and crush the Zzap! 
champ — t cannot conceive a 
greater humiliation ... 

Finally I must draw attention 
to the vast quantities of digital, 
inter-galactic electronic mail I 
am now receiving in praise of 
my good looks, powerful dark 
features, etc. It is extremely 
soothing to my brain to receive 
such comments. I congratulate 
both authors on their accurate 
observations . . . 



The situation on Impossible 
Mission high scores is extremely 
confused even for my infinite 
intelligence There are slight diff- 
erences between disk and cas- 
sette versions of the game, plus, 
what is worse, at least one sus- 
pect technique for obtaining truly 
mega-scores. This technique 
came to light after I had received 
a good number of scores over the 
30,000 mark, which I considered 
quite impossible for a normal 
game where the rooms, robots 
and puzzle pieces have been 
completely reset at random. 
HOWEVER, it has been brought 
to my notice by a Mrs O Brent na II 
of Derbyshire galaxy, that the 
FIRST game one plays is often the 
same every time. Therefore a 
player can get to know exactly 
where all the pieces are and tear 
through the game going only to 
the correct 36 pieces of furniture. 
Indeed it's possible that some 
players use this method without 
even realising it! 

In addition, on some copies of 
the game, it is possible, by judic- 
ious use of the RESTORE key to 
return to the same game layout 
again and again, fine-tuning your 
technique to an otherwise im- 
possible extent 

Bear these points in mind on 
reading the new Impossible 
Mission high scores. For a truly 
random game in which each 
room must be explored in full, 
scores over about 27.500 are 
astonishingly good 



CAULDRON (Palace) 

loO.OOODerrenSmflh.BurySlEdmunai Suflo* 



CLIFF HANGER (New QwimtWI 

29.600 G Panrs'son Northitmbt 



BLUt MAX (SynwR/US Gold) 

•3.520 Philip Devond Ch*lm«lord. E«w* 



SCCWf LORDS SUPfKSCORfKS 



ANOPfTAL (Uamasoti) 

16 838.000 Norton Grey. DWumcorvka. Outwit 
'6 034. 170 Woll GnmMy. London 
10.101 .000 G»ry Penn. Zrepi 



AIHVVOLF (ElKtl 

!'■■■' 8(«m OonKi. Darby 
2 1 .610 Larry McGeary. Brthoption. BriMo' 
10.9S0 Matthew Jane*. Pwltnei. Gw>r>eda 




EXPRESS 



BLACK THUNDER' SUICIDE 

IQuKkulva/Gramlri Graphic*) 

69.630 Gun, Patttrjcm. Normumtn 
56. 1 70 A Cartar. Camber ley. Sur>ey 
55.370 torn McKee. Hon-Shnn. 



BEACH HEAD I Aumu/ US Gold I 

4SB fiOO Michael Turner. Bnerly Hill VV Mioianfli 

BUCK ROGERS (Saga/US Gold! 

565 f.00 Julian Rignall. Zrapt 

3 'B 000 Richard Downer Sharnbrooa. Bed* 

352.600 David Carter, Yeovil. 5onw*e* 



r 



BEAM RIDER (ActivMonl 

52.184 Stephen Minikin Whillay Bay. Tyne and 
I Wear 

48.880 Anurag SHarma. Galeae*. Mt~»e, « . i- 

BOUNTY BOB (Big Star /US GoUl 

79.675 Julian R>g»uji. Z/epi 

60358 Jonathan Rignall. LLange-tho. DVed 

CAO CAM WARRIOR (Taekael) 

3.251 Philip :■■-■■■..] Cheirnalord. Eue< 
1.161 Sam Domt. London 



FORBIDOEN FOREST tCoamll 

39*1 306 Larry McGaary Bithopaon 8«»ioJ 

GVRUSS (Parka. Broa) 

i 'M HO Julian NOPal 2/ap' 

1369.150 Mi»R Ncholaon. Kimberworih Bother 

ham 

1.103.250 Jaion W>. Ws<v.,ci 

GHOSTBU 5 TERS CAcbvMon) 

H game, waning on Si 0.000) 
44.900 Bob Wade.Z/ap! 

43 000 Karsn Allewav. Havwa'd* Heath. Smut 
!. .',!-..■.,..• DytM 
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CYBOTRON lAnnugl 

386 200 M OTUICy. Rwftton. Lanes 

DEFENDER lAtanWl) 

3.000 150 Julian Ryn.ii / Jjp 

2.82B. 1 25 Jaaon Page. Swindon Will 

DAVID'S MIDWGHT MAGIC (Arioleaortl 

1JT3J.210 Makom Si 'en on SarknempareM. 
Ham 

DROP? ONE IUK Gold I 

1 008330 Jul .an Rignjlt. Zzapi 
33H !WGvy IVio /jlp 1 
135.750 BobWede.&api 



ENCOUNTER (Novegen) 

320.000 Julian Rignall. &apl 

283700 Bob Wade &ap> 

?I3.400 Graeme Mottram. Botton. Lmrs. 

ENTOMBED i Ultimata | 

Completed 0 50 Gary Pann. Ziapl 
Compietad 1 05 Jul an Rignall Zrapl 

FORT APOCALYPSE ISyiwoR/USGoWl 
09 950 Julian Rignall Zrapl 
80.000 Brian Oaboume. Arlington. GuilcHord 
TS BOOPh.lip Oearnorva. Chatmalora. E>U> 

F 15 STRIKE EAGLE BVecmprwe/US Gold) 

703SOKedh Rippon. Bailngg. Lanca 

38.850 Slaphan Mewkln WhrtWy Bay. Tyne and 

Waar 



JAMMN' CTathMtl 

411.971 TWn Bumen. Htgn Wycombe. Hurts 

KONG I I Ocean) 

1551.600 Bob Wade It*v< 

' 42' 6B5.lo"fl"'jnBnHMi» talon Btfioc He'Hoid 
475.000 Glen Hendry, ""amiey 

MAMA LLAMA I Llama**) 1 <7R 1 19 CW3 Wuil 

I Gnmoh/. London 

B9G 924 Cf 157 Phtio UMhM BnttoL 
\ 806.478 Cf 15B Dave Hal) Ce»nb«tev. Sunn 

QUO VAOtS i Hip Edgal 

I 7.750.650 Munael Sha* ' lui ■ 1 i CheahMe 

f 1.666.800 Tom McKee. RptBM 

\ 1.468.1000 Dav-e*. AJTnnehem. Tr aflor d 

POLE POSITION (US Gold) 

1 29.850 Julian RtgneU. 2np> 
I 1 1 7.330 Terry Bailey. Penevtck, Midlothian 
1 1 12.050 Mattev. Se»an. B«H 

PTTFALL H (AcUvtaaan) 

I 199.000 Richard Jackaon. Lougnbcogn. Leva. 

PSVCHEDEL1A lUemaeoft) 

I A ycy ■ r ■ ■ i patle«n indeed" Alan Groan. Bon 
I nampaiead. Hart*. 

POOVAN (US Gold) 

1 1 76.000 Rechet Watson. Aberv«*Yth Oytcd 

PASTFMDER (AelMaasn) 

1 380. 190 Jonathan Betf irit. Eaton Bisnop. Here ted 
I 342.690 Paul Moniaou,. talon Biahop. Harelo-d 
I 93.010 Alan Ireland. Cu«le M »0T*i an 

POSTER PASTER (TaaJtMrl) 

1 61 300 David Culling. Gnmbeby. 5 HutnM 

ROCK "W BOLT (AcflfvaMon) 

' S4.5a6 85St»a'l Heie. Green Penn. Budu 

RIVER RAD I Att(vn»on1 

418.510 Stephen Heety. ftacWn. Lena 



RAID OVER MOSCOW |US Go*d1 

379 750 Gary Penn Zr»u' 

320 500 Opt ton On**" fuigocu Mid Glamorgan 
310.000 Julian RignaU. Z/ept 

ROLAND RAT < Ocean 1 

43.050 Gary P«n Zap 1 
47.350 Bob Wad* Ztap' 

SUPER PiPEUNE II H eUaet ) 

11 1.568 Gary Penn. Z/epi 

109.757 Rachel WaBon. -.'*vfl». Dyted 

103.882 Julian RignalL 



5PY MUNTTH (US Gold) 

1.067.510 Darran Eaton. Horwich. Bolton 

793,486 Andrew Can*. 5lOChO>von-T««a. 

[land. 

700.550 Stephen Btthalt W Suaaai. 



STAR WARS (Parker Broe) 

36 000 000 Paul Johntton. Eemton. HervntU 
17 98 ' 567 Julian Rajnab. Z/ept 
i 11.300.241 Daren Waowf. Saalo-d. So*»a. 

SON Of BUGGER (Alhqata) 

1 7B.780 Lee V-' i Blackout n. Land 
98.000 Omj Lea. Andovar Mania 

SUHKV <■■-.- 

1 00.000.000 Julian Rignall. Zup' 
1 918.000 7ar<o WViham. Currucioe. Co Waif end 

TAPPER ISega/USGotd) 

1.002.250 Brian C/c»>n. Derby 
I 819.l00Sheunrdob*9.Chelaion Torquay 

TRASHMAN I New Generation I 

27.399 Stephen Wanon. Btrday. Go Du'tiern 

TOY BIZARRE (AelMatonl 

679.330 Mrs 0 Renny. Homchoroh. £»*•« 
519640 Michael Rer^.Mornehurcn £***■ 

UP 74' DOWN I SaoaAJS Gold) 

I 17Sr380JaaonRogaf*.Radcar. Cleveland 
!65210BobWade Zzac' 



Bugs and cheat modes 



There are special methods on 
some games (or getting mons- 
trous scores, and it is sometimes 
difficult to rule whether such 
techniques are legal or not. 
Obvious cheat modes such as 
typing GOATS in Revenge of the 
Mutant Camels or RED in Zaxxon 
are clearly not allowed. Certain 
other techniques such as shoot- 
ing the on-screen bonuses on the 
tank stage of Beach Head for a 
massive extra score, are fully 
legal. On certain other games I 
have yet to make a ruling. 

Ifis essential therefore that if 
you do get scores through bugs, 
cheat modes or other special 
techniques you must SAY so. 
along with any other details 
about your scores, tt is quite poss- 
ible your score will be valid. But I 
MUST have full details or nag- 



ging doubts will enter my mind 
... A letter accompanying the 
form will be very useful. 

One final word about that ann- 
oyingty popular battle tool, the 
Quickshot II, which features an 
automatic rapid fire facility. In my 
view using this is wimpish. In my 
days at the Proxima University of 
Video we were compelled to use 
our index fingers — ALL true 
video fighter use only a manual 
fire button. The rapid fire wimps 
will not be expelled from the high 
score tables, but from now on 
they MUST STATE on the entry 
form whether they have used 
technique. 
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Yes, I'm ready to challenge the Zzap champion on the following games. 

Game Score Level reached Time taken. 

Other details 



Game Score. 

Other details 



Level reached Time taken. 



Game 

Other details. 



Score Level reached Time taken. 



Score Level reached Time taken. 



Game 

Other details 

Did you exploit any cheats, bugs or special techniques (inc. auto rapid fire) to obtain any of thesejscores? (Yes/no) ... (If 'Yes', give full details on a 
separate piece o' paper.) 



I promise these scores are genuine. Signed 

Name 

Address 

Post code 

Telephone number (if poss) 



'NO LHtTO,*"' 
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INTER- 



The freakiest columnist in the universe. 



128 — split 
personality? 



Recently I was out at the 
Hanover show (demonstrating 
Atari Colourspace on the Atari 
stand) and I had decent chance 
to check out all the latest stuff 
from Commodore and Atari. 

The new Commodore mach- 
ine, the 128. I really don't know 
what to make of it ... it looks 



good, zarjaz keyboard, futuristic 
styling, and quite a bit of mem- 
ory. In 128K-mode it certainly 
makes up for a lot of deficiencies 
on the 64: the BASIC is well ex- 
tended with loads of disk com- 
mands (how kozmic to be able to 
have a DIRECTORY without 
losing your program) and all the 



Beastly bits and pieces 



• PSYCH fiends out ihere, you 
should turn on to Activision's 
Master of the Lamps in a dark 
room. The flying sequence on 
that game is really good — sort of 
a 3D tunnel effect done by the 
simplest sprite manipulation, but 
really effective. The second half 
of the game is a fairly soporific 
version of that Simon game we all 
wrote when we were learning to 
program, but it's only really there 
as an interlude between (lying 
sequences. Music's not bad 
either. The guy who wrote it was 
interviewed in the US press about 
his next game, he said it'd be 
'psychedelic' . . . Fact is. if it's still 
going to be a GAME, then he's 
missed the point 

• I'm not normally one for 
platform games, but I've been 
playing Bounty lob Strikes Back 
for old lime's sake. I had Miner 
2049'er on my Atari years ago, 
before all those nauseating plag- 
iarists destroyed the genre totally 
by flooding our computers with 
endless ladders and platform 
derivatives. If you liked 2049er 
and are not terminally naffed off 
with the whole scene, then you'll 
love BBSB, 'cos it's more of the 
same with more monsters, more 
rooms, more control over both 
Bob and the game's parameters, 
and the most amazing hiscore 
sequence, ever. 

• There's another good 'caverns' 
jumping game around in the 
States at the moment called 
Montezuma's Revenge. It's really 
well programmed and full of ex- 
cellent little humorous touches 
(like going up in a large puff of 
smoke if you jump in the fire). 
Look out for it. 



• Anyone seen that Tir Na Nog? I 
think they should've called it 'Neil 
Goes Shopping' or something, 
because the main figure really 
does look a lot like Neil. I can 
imagine the text: 'Oh no, here's 
an axe. oh, really bad karma, bet- 
ter take it though, oh wow it's 
really HEAVY man....* 

• We've been getting stuck into 
The Empire Strikes Back — I've 
had my Star Wars arcade booth 
upgraded to run the new game, 
and it's totally zarjaz. The first 
bit's a fast snowspeeder ride over 
the surface of Hoth blasting Imp- 
erial Probots. the second bit is 
Attack of the Mutant Camefs-in- 
3D with bonus points for trick fly- 
ing between the camel's legs, the 
third bit is Tie-Fighters in space, 
and the last bit is a demonically 
difficult asteroid field (and you 
can't shoot the asteroids ff) 

• Then that Darth appears to tell 
you just what he thinks of you and 
it's back around for more-of-the- 
same-but- harder. The speech 
synthesis is really excellent . . . 
check out your local arcade for 
the conversion, it's well worth a 
few tOp's. 

• You should check out some of 
the MSX stuff out of Japan ... I 
know the MSX tech spec is pretty 
naff when compared to our own 
64, but games like Rollerball, 
Pinba/I, Hole-in-OneGolf and Vie- 
Ar Kung Fu are being written with 
the sort of attention-to-detail and 
utter payability you'd normally 
associate with the arcade. (Prob- 
ably because the games are 
being written by people like 
Nichibutsu and Konami who 
already write genuine arcade 
games). MSX is alright just so 
long as you don't ask it to scroll, 
but I think I prefer the good 'ol 64 
somehow 



graphic commands from the old 
Vic Super Expander (remember 
the Vic?) with some sprite ones 
added, and a load of other com- 
mands for this'n'that. 

There's also a monitor in ROM 
much like that in the C16/Plus 4 
(which were allocated only a 
teeny bit of the Commodore 
stand . . . were Commodore 
ashamed of them, or did they 
just want everyone to forget all 
about them and go look at the 
C128 instead?) 

With its Z80 second proc- 
essor, the 128 also supports 
CP/M (an operating system 
which runs business software). 
But the main point is that can 
emulate the 64 totally. (Go into 
64 mode and even System Reset 
behaves exactly as on the 64!) 
So all 64 games run without fault 
on the 128 — and the trouble is, 
are any software houses actual- 
ly going to use that extra 64K 
(and thus cut off the possibility 
of selling to existing '64 owners) 
or are they just going to go right 



on writing 64 progs for 1 28 own- 
ers to run in 64 mode? Business 
progs may be expanded to use 
the extra RAM, but I think most 
games authors are going to stick 
to the 64. 

So you only really end up get- 
ting the full benefit of the 128 if 
you're a businessman who likes 
the occasional 64 game, and has 
a genuine desire to run CP/M. 
Games people who want the 
extra RAM might be better off 
going for the Atari 130XE which 
has 128K and costs about half 
the probable price of the 128 
(you're not paying for a CP/M 
option you'll never use). Still, a 
lot depends on pricing ... the 
128 at £200 would be really 
good, but if you ask much over 
C300 you might as well pay the 
extra and get the new 16-bit 
Atari, the 520ST, a machine I 
can't wait to get my hands on — 
you could spend a whole year 
just writing one game for it and 
still not fill upthat512K! 



World's worst/ greatest game 



Whilst coming home from 
(amongst other places) Egypt 
(where I learned to ride a camel). I 
came across what must surely be 
the Worst Video Gams ever to 
make it into an Arcade machine. 
It's BRILLIANT. I'm almost con- 
sidering buying one, it's just SO 
BAD you won't believe it. 

It's in Heathrow Airport — go 
out and see it. it's worth the fare 
just for the laugh you'll have 
when you see it . . . It's called 
'Caverns' (or 'Canyons' or some- 
thing of that ilk) and it's appar- 
ently running on a converted Gal- 
axian board . . . although when 
you see it you'll think it's actually 
a ZX81 with a colour board ... 
There's these caverns, y'see. 
made up of great blocks with 
what appear to be (hee hee) 
BRACKETS along the edge of 
them, all scrolling down the 
screen with the most amazingly 
jerky chunk-res scroll — any- 
body'd think they'd never even 
HEARD of our Tony Crowther — 
and all the while great swathes of 
colour move in a random fashion 
down the display . . . you get a 
spaceship sprite which fires bul- 
lets at saucers in the caverns 
which oscillate from side to side 
in a really amazingly interesting 
manner . . . rf you shoot a saucer 
it turns into an explosion sprite 
which for some reason crawls 



sideways off the display . . . then 
you get to a bit of cavern that's 
really too thin for your ship but H 
doesn't matter, 'cos the collision 
detect is so naff you can pass 
through the walls unharmed 
sometimes, and at other times 
you'll be well clear of the brack- 
ets but still blow up, anyway , . . 

Oh yeah, when you blow up. 
you turn into guess what? TWO 
explosion sprites, which BOTH 
crawl sideways off the display 
. . . You have GOT to see this 
game, it could get a curt follow- 
ing. I played several games just to 
convince myself that anything so 
dire could really exist, but go to 
Heathrow and see for yourself. 
You'll have the most amazing 
laugh ... I mean forget the £1.99 
megacheapies, if you thought 
they were dire just go play Can- 
yons . . maybe someone should 
(hee hee hee) apply for the home 
computer rights . . . trouble is 
there probably isn't a software 
house in the UK capable of prog- 
ramming badly enough to do the 
game justice ... 

Anyway cheerio till next time, 
don't believe the ads, the reviews 
or the charts, learn machine 
code, be creative, write your 
OWN games, and keep on Zap- 
pin'. Go to Heathrow, too, and 
play Canyons . . . 
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FOR 

Commodore 64 

and all 
48K Spectrums 
£7.95 





II the speed and excitement of 
charnpionsliip squish is now available .it your 
fingertips in r game so realistic you'll need a 
shower afterwards! 



Written with the help of Jonah Barrmgton. former World 
Squash Champion, the game keeps to the International 
Squash Racquet Federation rules as far as is possible You 
serve in a 3D glass-backed court to play against your 
computer, or. using the game's two player option you can 
challenge a friend 

There are 4 levels of difficulty, and depending how fit you 
arc you can play 1 , 3 or 5 game matches! Check your score 
with the on screen display, but as your eyes are too busy 
watching the ball. Jonah Barrmgton acting as marker calls out 
the score for you All this is due to a programming 
breakthrough that enables your computer to accurately 
reproduce the human voice without any hardware 
add-ons! 

The game also incorporates a User Defined 
Joystick'Keys option which means that you can 
set your keyboard to sun you. or play with 
just about any make of joystick. 

So get in training for this high- powered 
action game now. 
t's your service next! 




FREEPOST. Bath BA2 4TD. Tel: 0225 316924 



New Generation products are 
sold according to their terms 
of trade and conditions o( sale. 



This is one of the most orig- 
inal, cute and playable 
games to hit the 64 this 
year. It features a tremendous 
new character in Gribbly 
Grobbly and lots of ingenious 
ideas. 

Gribbly's task is to rescue, one 
at a time, eight baby 'gribblets' 
from the surreal landscape and 
place them in the safe haven of a 
cave. If he succeeds he tries 
again on a new piece of land- 
scape— there are 16 in all, each 
one much larger than the size of 
the screen picture which scrolls 
smoothly to follow the action. 

Gribbly has one big foot, two 
bulging eyes and a big mouth. 
He can hop relatively safely 
around the ground or levitate 
and float about. The gribblets 
are located on flat stretches of 
land and Gribbty has to find 
them and pick* them up. The 
pieces of flat land are often very 
small or hard to get at and can 
float unsupported in mid air. 

Gribbly survives on his res- 
erves of psi energy which are 
depleted every time he collides 
with one of the numerous haz- 
ards about. The jagged land- 
scape is one of the biggest diffic- 
ulties because while levitating 
you can run into any rough sur- 
face, trees, bushes, cans or 
pools of water. 



Soon the mutant 
Blabgorian 



Life on Blabgor 



The cassette is accompanied by 
an extremely entertaining little 
booklet outlining the scenario 
behind the game. 

The action, you read, is set on 
the planet BLABGOR and Bfab- 
gorians such as Gribbly have 
large heads and only one foot 
because their large quantities of 
psychic energy (obtained from a 
psi-bank) allow them to levitate 
and carry things without hands. 

SEON is a mutated Blab- 
gorian who absorbed evil psi 
thoughts when setting up the 
psi-bank and the web was 
created to control this Insane 



being. 

Needless to say each mut- 
ation has its own moronic spec- 
iality: SEED POOS forget they 
can be bubbled, TOPSIES can't 
see and they have inferiority 
complexes over their lack of a 
brain (which is why they want 
to capture gribblets), and 
STOMPERS blunder around 
falling off cliffs and drowning in 
pools because they think 
they're clever and don't trust 
their sense of touch. 

For once the humour of the 
scenario is perfectly captured in 
the actual game-play. 



This game is unashamedly 
cute and benefits greatly 
from it. The scenario, control 
methods and characters 
make it tremendously 
original and terrific fun to 
play. The graphics are 
excellent and very distinctive 
and the sound effects 
delightful. The levels get 
really tough and all this 
combined makes a brilliant 
game. 



Another energy-sapping 
danger is the triangular web 
which occupies large areas of 
the screen. However Gribbly, by 
careful manoeuvring over spec- 
ial switches, can turn on and off 
sections of the web, and on 
some levels this is essential to 
open up areas of the screen. The 
web will also disappear compl- 
etely when you only have one 




more gribblet to collect, allow- 
ing you free movement. This is a 
mixed blessing in that a danger- 
ous, crab-like creature called 




GRIBBLY'S DAY OUT 

Heweon Consultant e, E7.9S case, joystick only 



Colourful, addictive arcade gama of great character 
1 6 scrolling landscape areas, excellent control feel 



A 



Nasty pools 
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landscape features like water- 
falls, which you can fly through, 
and tall rocks also appear. 

The other inhabitants ot the 
game mutate through several 
stages before trying to grab a 
gribblet and carry it off. They 
start as sycamore-like seed pods 
floating to the ground where 
they turn into topsies. These are 
wormlike creatures with a suc- 
tion cup on each end to flip end 
over end along the ground. 

If they find a gribblet they flip 
it onto its back exposing its 
brain. After a white they turn into 
a chrysalis which produces a 
stomper. If one of these encoun- 
ters an inverted gribblet it trans- 
forms into a winged creature 
8nd carries away the unfort- 
unate gribblet. 

In the first three stages of their 
lives you can destroy the creat- 
ures with bubbles from 
Gribbly's mouth. In the fourth 
stage you can only turn round 
the stompers, round while bub- 
bling a winged beast will release 
the gribblet it is carrying. As they 
fall they release a heart-breaking 
scream, but you can then catch 
them in mid air or allow them to 
fall safely onto flat ground — but 
a landing on anything else will 
result in its death. 



This fantastic little creature 
appealed to me immensely 

as soon as I met him. What a 
character! He smiles if you 
do well, scowls gloomily if 

you make a mistake and 
stands looking bored if you 

leave him for too long. When 
he moves about he looks 
about excitedly and blinks 

occasionally. Movement and 

the feel of Gribbly is superb: 
. collecting gribblets has 
never been so much fun. I 

absolutely adored this game 
and I strongly recommend 
that you rush out and meet 
find the greatest character 
since Rockford. 



Psi-grubs are also to be found 
and if landed on give you more 
psi energy, which can be added 
to the bank at theend of a level. If 
you don't save at least six gribb- 
lets you have to repeat a level 
whereas if you rescue eight you 
can advance three levels. 

Control is incredibly easy with 
a lovely bouncing action and 
great inertia and gravity when 
you're flying. The graphics are 
really cute with Gribbly smiling 
when you do something right 
and scowling when you goof up. 
The gribblets are also superb. 



The highly original, unusual 
and humourous scenario 
combined with the cute, 
amusing graphics and 
excellent control methods 
got me immediately hooked. 
I especially liked Gribbly 

Grobbly's different 
expressions and the way 
everything has individual 
character. I'm still every bit 
as hooked as I was when I 
first played and..,excuse me, 
a manky little Stomper Just 
whipped one of my 
gribblets! 

occasionally flipping about in 
the air as they enjoy the sun- 
shine. 

The colours on each level are 
different and often garish but 
merely add to the cuteness of 
the game. There is a title tune 
plus some nice bounce and bub- 
ble sound effects. 

BW 



PRESE 

Q *\ 0/ funny and imaginative 
£ /q scenario in a great 



ORIGINALITY 



storybook. 



94% 



A marvellous new character 
f/ith unusual control and 
scenario 



82 



0 / Colourful and sometimes 
/(J garish landscapes. Great 



animation on Gribbly. 



Q •y 0/ E*sy to master controls and 
lj | /o the scenano strongly 



attracts 




I ~" 7 1 ()/ Nice title tune plus great in 

I I /O ft*" 1 



Hipping and bubbling 



000/ rA<TO 
OO /O 



are 16 diabolical 




Qif\ O/ A brilliantty original game 
*J\J /O with tenT/K control and a 
demanding task 



"i c«NTwnf»-jvtsr 

nee wiwy." 
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TOO copies of the sizzling 
new Hewson game to be won 



GRIBBL Y! 





You've read the review, drooled at the screen shots, laughed at the scenario — now 
win the game! GRIBBLY'S DAY OUT from Hewson Consultants is an addictive and 
amazingly original program, so we're proud to be able to offer 100 copies as prizes. 
Enter the comp and you could soon have the lovable Gribbly bouncing all over your 
64. 

The competition is based around the gribblets which have to collected and saved 
during the game. If you've seen the review in this issue, you'll know that these 
cuddly little Blabgorians will one day grow up to look like Gribbly but in this form 
they just like to have fun in the sun. 

What we've done is to print five pictures (A-E) of gribblets doing the various 
things that gribblets like to do. Here's a list of the activities (but in the wrong order, 
ho, ho): 
1. Sunbathing 

2. Brain burning 

3. Caught by the stompers 

4. Falling fast 

5. Flipping for fun 

Your task is to match the pictures with the activities. The review will give you 
plenty of clues if you can't work it out from the pictures. When you've made up 
your mind, write down the letters in the right order on the back of a postcard or 
stuck down envelope. For example if you think the gribblet sunbathing is picture B, 
brain burning picture E, caught by stompers A, falling fast D and flipping for fun C, 
write: B,E,A,D,C. 

Send your entry, together with your name and address, to: Gribbly Compet- 
ition, Zzap! 64, 1 Church Terrace, Yeovil, Somerset BASO 1HX. All entries 

must reach us by July 15th, when we will hold a draw to choose the winners from 
the correct entries. Only one entry per household is allowed. 
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Here are the names of the winners of four of the competitions in 
our first issue — the winners of the Disk Drive comp will appear 
next time. Many congratulations to you all. Your prizes are being 
sent out by the software houses concerned, and you should 
receive them very soon if you haven't already. 

LLAMASOFT COMPETITION 

Prizes: The complete range of PASTFINDER COMPETITION 



Llamasoft games for the 64. 
Answers :1)b: Llama 2)d:Sheep 
3Jd:Camel 4)c:Mammoth. 
Five Winners: 

Malcolm Laurie, Newton Mearns. Scot- 
lam!; Robert Hunt, Bradford, W. Yorks; 
John Wallace. Co.Cork. Eire; RajanNaidoo, 
London; AiexPerren, Dertford. Kent. 

MELBOURNE HOUSE 
COMPETITION 

Prizes: Copies of Castle of 
Terror and Penetrator 
Answers :1)Dr. Watson 2)Bilbo 
3) Ho race 

1 00 Win ners : Neit Moore, Ely. Cambs; 
Matthew Gandey, 

Firle, E.Sussex; Paul Fox. Churwell Morley, 
Nr Leeds; Philip Ouxbury, Barrow-in- 
Furness: Ian Johnson, Elie, Fife; David 
Estail, Egham, Suf rey; Paul Welstead, 
Horseheath, Cambs; Matthew Goodman. 
Staines. Middx; D. Shannon. Bootham, 
Vork; Stephen Brothersione. Liverpool; 
Sean McCauley, Ca.Oonegal. Eire; Donald 
L.Meck, Angus, Scotland; Sean O'Connelt, 
Dublin: Richard Agnew. Ballymans, 
Co.Antrim; John a than Greenwood, 
Blackburn; S.Micklewright, Pontypool, 
Gwent; Peter Walsh. Cardiff: J CHerdie, 
Glasgow; P.Goodrum, Norwich, Norfolk; 
NioelHarris, Portsmouth, Hants; Julie 
Edge. Walsingham, Norfolk; Michael Rai. 
Birmingham; Reza Tootoonchian, London; 
Lee Stewart. Doncaster; Mark Renshaw, 
AnnesleyWoodhouse. Notts; Kevin Foster. 
Scunthorpe; Craig Walker, Kincardine. 
Clacks; Justin Edwards. Brookmans Part. 
Herts; P.D.James. Luton; Kenneth Burretl. 
Clive. Shropshire; Austin Davidson. 
Stansted. Essex; Jamie Perry. Shelton 
Lock. Derby; Martin Heap. Huddersfield; 
Edward Brown, Matlock; S.Beech. Derby; 
Sean Lallv. London; Alan Dunlop, 
Ballvmena, Co.Antrim; Richard Helliwell. 
Nottingham; M.C.Vining. Tisbury, Witts; 
Martin 8eaver, Swindon, Wilts; R.D.Fisher. 
AKringham. Cheshire; Lee Dormon, 
Hounslow. Middx; Colin Doran. Airdrie. 
Scotland; Jared Watson. Newcastle; 
H.H.Sabharwal.lsleofMan; Noor, 
Stroatham, London; K.C Jennings. 
Newport, Gwent; Mark Woolwich, 
Doncaster; Raymond Simpson, 
Huddersfield; J.P.Williams. Wirral, 
Merseyside, Ian Lester, Knutsford. 
Cheshire; Mr Blockley, Nottingham; Julian 
Shaw. Birmingham.; Debbie Evans, 
Cardiff; Kevin Ox I and, Tiverton, Devon; 
Darren Rosier, Broxboume, Herts; 
Christopher Caul, Lisbum,Co.Anlrim; 
A.W.Kenny, Crewe, Cheshire; Aaron 
Ratcliffe, Wirksworth. Derbyshire; Mrs 
P.Wimpennv. Kettering, Northants; 
KficS.Dove. Leeds; M.JHarrison, 
Wilmington, Kent; G.SSekhon, 
Southampton; Cengiz Rifat, London; Kevin 
Murphy. Kirkcaldy. Fife; Rebessa Dunn, 
Hull; Stephen Pashby, Hull; A. F Staff. 
London; Robert Coupland, Henlow, Beds; 
J.Williams, Beaworthy, Devon; Simon Hill, 
London; John Chasey*Cheshunt, Herts; 
Richard Paine. Telford; Steven Cox, Bristol; 
Gareth Burton. Swansea: Jeremy 
Cusworth. Stoke-on-Trent; 
J.Beattie.London; Andrew fell. East 
Horsley, Surrey: Mark Middleton, Bourne, 
Lines; Simon Hollister. Sale, Cheshire; 
Calum Rudland, Bathgale. Scotland; Lisa 
Mane Burt, Newbiggin-by-the-sea, 
Northumberland; DswnL Douglas, 
Seaham, Co. Durham. Zzap Reader. 
Consett, Durham; J.C.Robinson, 
Stonehouse, Plymouth: Nick Boak. 
Northampton; Sally Deakin, London; 
Gavin Jackson, Doncaster; Jim Dalton. 
Brackley, Northants; J.T.Phillips, 
Newcastle-upon-Tyne; A.Gaskell, 
St Helens, Merseyside; Tim Clitheroe, 
Hornchurch, Essex: D.Tobin. Brighton, 
E Sussex; Simon" Johns. High Wycombe, 
Bucks; Julie Paine. Maidstone, Kent; 
Gregory Bragg, Solihull, West Midlands; 
C.Cunliffe, London; Jason Day, Stockport, 
Cheshire; Mark Trevoskis, Salt ash. 
Cornwall; Andrew Dumbrill. Cheltenham. 
Glos. 



50 people receive a copy of the 
sizzling Activision title. The 
winners: 

Ian Campbell. Loanhead. Scotland; Patrick 
Barry. Cork City, Eire; Charles McGregor, 
Glasgow; W.LGoswell. Harlow. Essex: B. 
Fiusimmons, Liverpool; Michael Ward, 
Northwich, Cheshire: Philip Heathcote. 
Sheffield; Ian McQuesten. Reading; Kislays 
Agrawal, London; Darren Arkless, 
Newcastle; Simon Davies, Wrexham, 
Clwyd; R.G.Teare, Isle of Man; Michael 
Warner. Merseyside; Paul Whelan. Dublin; 
Sacha Crowe, Nottingham; Paul Osborne, 
Saxmundham, Suffolk; Jason Kelly, 
London; Russell Fascione. South Shields; 
S.Kennett, Gillingham, Kent: Hen-nan 
Tailor. Birmingham; David Ellwood, 
Cocke rmouth, Cumbria; David Mears, Hull; 
A E Webster. Pontefract; Ian Thompson, 
Bonnyrigg, Midlothian; Gary Milligan. 
Carluke, Strathclyde; T.Rouf, London; 
Kenji Takeda. London; Peter Elliott, 
Liverpool; Barry Wakel*». Greatham, 
Hants; Jason Bing, Kirby-in-Ashfield, 
Notts; C. Dibble. Droitwich, Worcs; 
S.M.Liem, London; Ronnie Long. Poole. 
Dorset; J.D.Preou. Braintree, Essex; 
Gregory Bragg, Solihull, West Midlands; 
Stella Glibbery. Stevenage. Herts; 
J.Bonnick. Sandy. Beds; Clive Walsh, 
Mountain Ash, Mid Glam; M.H.R. Burgher. 
Kelso; Stephen Bryson.Folkstone, Kent; 
Steven Cooper, Thumscoe, Yorks: Claret 
Badgie, London; Robert Rumbell, 
Romford, Essex; LBum, South Shields; 
Sui Hung Lee, London; Kristian Terling. 
Kingsion-upon -Thames. Surrey: Alden 
Brown. Brandon, Suffolk; I.Kitching. 
Hackenthorpe. Sheffield; John Part, 
Rigside. Scotland; Mrs J.Broomhall, Coven 
Heath. Wolverhampton. 



McCartney competition 

The prizes: one signed copy of 
the Broad Street album signed 
by Paul McCartney himself, plus 
copies of the computer game of 
same name for 50 runners up. 
The Answers: IJWings 2)Stevie 
Wonder 3)No more lonely 
nights. 

The Winners: MissJ.P.Smith, London; 
(Signed Album); 

S.Pountney, King's Lynn, Norfolk; David 
Ward, Gourock, Scotland; Chris Burke, 
Harrogate. North Yorks; Robert Edwards. 
Mitcham. Surrey; Alan Hopkins. Epping, 
Essex; Andy Smith. Grimsby; G.D.Benford. 
Merseyside; James Wharry, lame, 
N. Ireland; Martin Baker, Liverpool; Angus 
Davidson. Marlborough. Wilts; Stephen 
Watson. Birtley. Co.Durham: Martin 
Skovbo. Denmark; R.Taylor. Garswood, 
Wigan; Neil Brown. Gi81ingham. Kenl; 
K. Davies, Ammanford, Dyfed; G.Rees. 
Portsmouth, Hants; Jason Rogers, 
Blackpool; John Harnett, Co. Kerry, Eire; 
Stuart Jackson. Maidsione.Kent; Simon 
Sykes, Malvern. Worcs; Simon Eland, 
Cleveland; Stephen A. Graham. Carlisle: 
SOfl Andersen, Denmark; Peter Chung. 
London; Mrs Beryl Waters. Solihull. West 
Midlands: GaryCarr, Moray; Arthur 
Janssen, Netherlands; Mister Whitehead, 
Nottingham; Lee Russell. London; Mandy 
Johnston, Lame. Co Antrim; Stephen Lees. 
Dundee: David Latham. Preston. Lanes; 
James Smith, Milton Keynes; Zeno O. 
Winkins, Co.Wexford. Rep Ireland; David 
Chant, St. Annes. Lanes: Ian C. Jones. 
Wigan, Lanes; Neil Gardner, Crewe. 
Cheshire; Andrew Mailandain. Reading; 
R.G.Clark. London; Stuart Watson, 
Edinburgh; M.Mustafa, London; C.S.Yan. 
Ramham.Kent; Mark Ashworth, Elsted, 
W.Sussex; Mary Claire Ward, Exeter, 
Devon; Irfan Letif. London; Francis Bowers. 
Sheffield; Paul Dunlop, London; Mrs 
Hancox, Worcester; GAEvans. 
Helensburgh. 
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Mychess takes on Colosstn 



ZZAP DATELINE: a morning in May. In 
the post: a letter from CMve Bailey of 
Beyond Software, taking us to task for 
proclaiming (in our May issue) that 
Cotossus Chess (version 2.0) from CDS 
was 'probably' the most powerful 
chess program on the 64. Nonsense, 
says Clive. Beyond's Mychess 2 is FAR 
better. 

Not being quite so easily persuaded, 
we decide to stage a grand playoff be- 
tween the two contenders. Well, fairly 
grand. 

THE RULES. Two games on a reason- 
ably fast advanced level (1 move per 
minute on average) and two on a very 
low level (1 move per 7 seconds). Each 
program is to take a turn at being black 
and white at each level. 

THE PRELUDE. Loading up the two pro- 
grams, the differences in presentation 
are very obvious. The Mychess 3D view 



The Great Zzapi 



is something of a gimmick, being a lot 
harder to use than the 2D view. How- 
ever, the program is generous enough 
to suggest moves for its opponent. Col- 
ossus on the other hand offers altern- 
ative input modes, (keys or cursor) and, 
more importantly, a much clearer in- 
sight into its thought processes, incl- 
uding a continualjy updated report on 
who it thinks has the stronger position, 
and by how much. Hmmmm ... The 
key thing of course is the play itself. 

GAME 1. We decide to play the high 
level games first and let Mychess //take 
the advantage of the white pieces for 
the first game. The game is a long and 



boring one in which pieces are system- 
atically exchanged without either side 
gaining an advantage. Play ends in a 
draw, Mychess seeming happy to 
move its king backwards and forwards 
and Colossus failing to press home the 
advantage of a superior pawn position. 

GAME 2. The second advanced game is 
far more interesting with Colossus tak- 
ing white. It quickly evolves into an 
exciting and complex position, with 
both programs posing numerous 
threats. Mychess appears poised to go 
a full piece up with a neat pawn fork, 
but Colossus has an ace up its sleeve! It 
manages to pin and then capture 





ONEOFF 



?/iess Playoff! 



Mychess's queen. Having secured this 
massive advantage, victory is only a 
matter of time. 

INTERLUDE. Interesting: Co/ossus 
winning one and a half points to half a 
point on the high level. How will 
Mychess II cope with the low levels: 
would it avenge this humiliating defeat 
or be soundly beaten yet again? 

GAME 3. The first low-level game puts 



Colossus on white, and after the open- 
ing it instantly attacks. Mychess def- 
ends well and counter attacks. After 
several pieces exchanged Mychess 
moves in and rocks Colossus with a 
swift and decisive checkmate! Perhaps 
the honour of Mychess will be re- 
deemed after all! 

GAME 4. Although Co/ossus has the 
black pieces in the final game it again 
attacks soon after the opening, and 



again Mychess fights back, tearing 
Co/ossus wide open at the back. 
Mychess advances his queen deep into 
the Co/ossus 1 ranks and takes a knight, 
rook and several pawns. Then the 
coup. It lines the rook up to checkmate 
the king trapped behind three pawns, 
Co/ossus having completely failed to 
spot this most obvious of moves! 



ZZAP VERDICT. Mychess II certainly 
appears by far the stronger program on 
lower (faster-playing) levels, winning 
here by a 2-0 margin. But for a higher 
level game, Colossus appears distinct- 
ly superior. Sorry, Clive . . . 





'»SW ,TM£it MUST M 



Outwitting the enemies 

STRETCHES OF WATER found in 
some rooms are apparently un- 
crossable. If you Iry. you die. So 
how do you do il? the solution 
should be crystal clear 
SPIDERS' WEBS block further 
progress m some rooms and sig- 
nal lunch to an awaiting spider 
should you get caught in one. 
Unless of course you can figure 
out how to slip past. . . , 
FIVE K NASTY KNIGHTS patrol 
back and forth and are deadly to 
the touch - unless you can weave 
your way through to the end of 
the room. 

LARGE SLABS move up and 
down the length of some rooms 
while spinning spheres move 
around in predictable patterns in 
others. 

BATS frequent the occasional 
location and must be avoided or 
killed with your sword. 
TOLL GATES won't let you past 
unless you leave them an object 




GATES OF DAWN 



Virgin, £8.95 cati, joystick with kays 





■arcade 
res are still 
ar between 



yourn r „ ' h . ecn «sboardinr 



-"V.nespi 



"9 slab 



This is one of two aardvarks 
to be released from Virgin 
this month and there's lit- 
tle doubt that Strangeloop is the 
hotter of the two. 

The game takes place within a 
maze of 64 locations and al- 
though this isn't as large as most 
aardvarks currently available it's 
certainly as complicated. 
Your task, as a knight in not- 



fS difficult to fig- 
i out exactly what 
was supposed to be 
doing from the 
instructions. With a lot 
of play and a little help 
from Virgin I actually 
managed to get quite 
tar into the game, but 
the solutions to some 
of the.prob/ems were 
a bit obscure. This 
isn 'f exactly a bad 
aardvark. it's/us, 





so-shining armour, is to dis- 
cover the mystery of the mind. 
To gain access to this phenom- 
enon you need to pass through 
the Gates of Dawn with the four 
required objects - iron, stone, 
fire and ice. These, amongst 
other useful objects, are scatter- 
ed about the maze in certain loc- 



ations. 

Each location is displayed as a 
3D view into the screen with the 
walls bearing garish patterns 
and colours, giving the whole 
thing a 'psychedelic' look to it. 
Most of the locations contain, 
along with any objects, nasties 
of various descriptions. 

As you move from room to 
room a chess board radar/map 
shows your position in the 
maze. An arrow below this map 
indicates the direction you are 
facing and it becomes important 
to keep an eye on this later in the 
game. When actually going 
through a doorway into another 
location you are presented with 
a great, full screen picture of 
yourself running through a 
stone doorway. 

You start the game with five 
lives, a strength of 10,000 and a 
sword. Lives are lost through 
contact with certain nasties and 
strength likewise. If you should 
lose all five lives, or your 
strength should fall to zero, then 
your quest and game is over. 

The sword can be used to fend 
off nasties, providing it's at the 
top of your inventory list. Your 
inventory list is a list Of up to five 
objects currently carried, the 
object currently held being high- 
lighted at the top of the list. 

This object can be examined. 



dropped or used in some way. 
Pressing the relevant key will 
present you with the menu of 
commands available. You then 
have a short time limit to select 
one of these commands for 
execution. 

EXAMINE gives a small descr- 
iption of the object while DROP 
drops the currently held object. 
The USE command allows you 
to perform an action with the 
object held eg. eat, drink, pour 
etc. You do this by selecting the 
option and typing in the action 
you wish to perform at the bot- 
tom of the screen. 

The graphics in Gates of Dawn 
are good, but some of the sprites 
lack in attention to detail. Sound 



■ 



Good, 
adventures , 
few and far bet 
on the $4 and this one 
seemed destined to 
become one of the 
few great ones. After 
playing it I" ve had 
second thoughts. 
Reasonable graphics 
and 64 locations make 
the game look good 
but it doesn't play 
articu/arfy well. Odd 
3D graphics don't 
ays seem to 
properly, your 
sometimes 
en he's miles 
away from a hostile 
object. If you're an 
aardvarker you might 
enjoy the puzzles 
vedin this, but I'd 
recommend you look 
at other games first. 




too is pretty good with some 
unusual effects but a grotty title 
screen tune. 

There are several humourous 
touches throughout the game, 
mainly in the form of little mes- 
sages on some of the walls. 
Also, eating a certain mushroom 
gives the very amusing effect of 
seeing nothing but mushrooms! 
Every object, every nasty, even 
the things in your inventory, 
become mushrooms and are 
treated accordingly! 

GP 




48% ^^sSSHm*' - 75% 



Highly original puzzles and 
game setting. 




-JO 0/ Unusual 3D perspective and 
j ^£ /q some good sprites. 



t~\ /-n *■» / it's a bit tough to get into as 
*3 /Q P urz ^ s aren 't at all 




60% 



Great corridor noise with 
other weird elects. 



QQQ/ ' ne game isn't that large 
fTif\ fr\ and may not hold Vot~ 




64°/c 



Notasgoodas Strangeloop 
f\ and Entombed but still quite 
u tough. 
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Bet you can't s/ts^Mi when playing 

Guide bouncy Thing' through this underworld fantasia searching for the armoury to equip himself 

carefully for the final encounter with the evil Toy Goblin. 




□NA 





Gremlin Graphics, Alpha House. 10 Carver Street. Sheffield SI 4FS. Teh (0742) 7534Z3 



0 




BRINGS 
THE. 
WORLD OF 

COMMODORE 
SOFTWARE 



Retailers don't always have everything in stock you 
might want, but if it is within our power to get it for 
you, then we will. Any of the software reviewed in this 
or any issue of ZZAP ! 64 can be ordered using the form 
below — in fact any available CBM 64 software that 
exists we will get for you. 



ZZAP! 64 Mail Order is backed by the resources of 
Crash Mail Order (in association with the Spectrum 
magazine CRASH) which has been supplying more 
than 100,000 Spectrum users with mail order items for 
over 20 months, so you can be sure of the very best in 

service 



There's no mail order catalogue involved — just use 

the prices quoted in the pages of ZZAP! 64 or the 
known retail price. If you have any queries just ring the 
oumber shown on the form and our staff will advise 

you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 

more than £20 and 50p off orders worth more than 
£K». Postage and packing is included in the price of the 

game. 



Nothing could be simpler — fill in the form today and 
order whatever you like! 




RIGHT TO 
YOUR 

FINGERTIPS! 





ZZAP! 64 MAIL ORDER FORM 



Telephone Ludlow (0S84) S620. 
Please send me the following titles: Block capitals please! 



Title 



Producer 



Amount 



All prices are as quoted under review 
loadings or known retail prices and include * 
VAT. ZZAP 1 64 makes no charge fo' post or packing 
inside the UK. Customers In Europe should add 
the equivalent of 70p per Item. Outside Europe: 
write first so that we may advise on postage rates 



Please make cheques 
0' postal orders 
ptvtWe to ZZAP I M 



Sub Total:/: 
Less Discount £ 



Total Enclosed: £ 



Name 

Subscriber No. 
if applicable 



Address. 



Postcode 



SPECIAL DISCOUNTS 

£1 
50R 



OFF ANV0R0ER WORTH 
MORE THAN C20 



OFF ANV ORDER WORTH 
MORE THAN CIO 



Sorry - only ONE voucher per order 



ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 

Please do not sand any mail order correspondence to the Zzapl 64 editorial address as this will only result in delays. 




Mastertronlc, £1.33 cans, Joystick with keys 



Large, excellent value exploration 



This is Ihe first 64 arcade 
adventure to come from 
Mastertronic, and hope- 
fully it won't be their last. 

This particular exploration 
takes place within a large 
mansion and its surroundings. 
You are shown a small portion 
of the plan view of the playing 
area, which flicks to a new area 
when you reach the edge of a 
room. To the side of this is a box, 
displaying a map of your prog- 
ress through the mansion. 

Within the mansion lie several 
musical boxes, which you must 
find and use to escape. Getting 
these boxes is made difficult by 
<he number of locations you 
need to explore, and the pres- 
ence of some ghosts. 

These ghosts can be disposed 
of temporarily by throwing an 
object at them. You throw an 
object by selecting the throw 
option, the object you want to 
throw and the angle at which 
you want to throw it. 

At the bottom of the screen a 
description of the current room 




CIPHOID 9 

Monarch Software, E9.95 caaa, joyatick or kaya. 



•Flaahly-looking, louay-playlng 



This beautiful moon landscape with the Earth in th« 
background merely flatters to deceive. 



7rW 




Graphically better? 

The title screen and moon land- 
scape with earth in the back- 
ground are done in tremendous 
high resolution, looking bril- 
liant .. .until they start moving. 
The ridiculous jerky scroll ruins 
the impression entirely and the 
non-movement of the screen 
during the action is 
disappointing. 

The moving sprites and the 
beautiful blue-green earth are 
well done but the olavina area 



Land of Hope and Glory 
blasts out prior to loading 
the game and you wonder 
whether British software could 
be making a real comeback. 
Then you start playing the game 
and you know why the Empire 
was lost. 

The scenario is the crusty old 
'defend earth against the invad- 
ing alien force'. Ho-hum. You 
are in control of a phaser turret 
on the moon and will face alter- 
nate waves of fighters and a 
mothership. There are three 
sectors or viewpoints of the 
moon's surface with the earth 
on the far horizon. 
The fighters come in at one of 
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ment about hew things are 
going - for example when you 
get killed by a spook, the com- 
ment is 'a ghostly death'. 

Above these comments is an 
indication of your energy (you 
start with 100 units, which de- 
creases depending upon your 
exertions), the number of boxes 
found and a decision timer. 

Also scattered around the 
multi-room mansion are various 
other objects, amongst them 
food for keeping up your energy. 
Some of the food is poisoned, 
and you must learn from exper- 
ience that which can be eaten 
safely. 

The other items range from 
hot coals, torches and tables to 
potions, maps and keys. The 
keys are used to go through 
otherwise impassable door- 
ways, and the maps give you a 
complete map of the playing 
area on screen. I haven't yet 
found a use for some of the 
other things though. 

When you've collected all of 
the music boxes, you take them 
to the exit (marked on the map 
by an 'E'), and play them to get 
free. Should your energy get to 
zero, through one way or 
another, then the game is over 
and your percentage is dis- 
played. 

The joystick is used in con- 



junction with the keyboard to 
control your character's move- 
ments and actions. The joystick 
is used mainly for movement, 
and the keyboard for selecting 
an action to be executed. 

When you wish to perform an 
action, such as picking up an 
object, you press the fire button. 
You are then presented with a 
menu of options. These include 
the ability to pick up, drop or 
manipulate an object (eat, wear 
or throw it). You are given a lim- 
ited time in which to make any 
decisions, so you need to think 
fairly quickly. 

GP 




Am ugh not 

graphically and 
sonical/y spectacular. 
Spooks -has all the 
elements ot a good 
arcade adventure - 
sue and complexity 
There are a hi of 



i 




This game is 
the eyes, , 
when you sc 
room to room 
from that it's excel 
value tor money 
gives plenty 
playing area an 
things to . 
Probably 
months . 
would have s 
weJ'asanomr 

] priced game, 
indicatingihe rise m 
software standards 
md what good value 
this is. There are ol 
course much better 
arcade adventures but 
if you've got €2 to 
spare you could do 
than buy this 



Another£l.99. 
although 
grotty pi 
'yotchalh 
uch better than 
st of the older 
'rtronic games 
this price gives 
llent value tor 
.^rwy. /didn't 
'icularly like it. 
I dislike V 




ATIOM ORI 



0 / Simple instructions 

plus an adventure menu 




58%'. 

3RAPHICB 

fyJ scrollina. 





There is a myth that good British software is 
becoming a dying breed. This does nothing to 

Quell this rumour. Initial expectations are 
. high from the title screen and backgrounds. 
Such feelings soon turn to revulsion when 
you see the superbly detailed landscape 
scroll body-pop style across the screen. 
Actually playing the game reveals a darker, 
and grimmer, side that doesn 7 exactly inspire 
any furtl 





the sectors and your view scrolls 
very jerkily to face them. You 
now control a cursor and have to 
blast the incoming craft. In the 
first wave there are 15 ships 
which can shoot back, depleting 
your 50 shields with each hit. 

Your display gives you a read- 
out of the sector, wave, ships left 
to shoot, energy and score. A 
panel also gives you messages 
as to your status. Once the 
energy falls too low you cannot 
rapid-fire your laser, but only in 
double-shot bursts. 

Once the first wave is des- 



Cob I Great landscape, what's hi 
now? It's scrolling... UGH/ The fandsc 
turned to jelly. Oh well. Don't be misU 
screen shots as this game is a pretty , 
oot-em-up and didn't turn one ofm\ 
supposed to be theshoot-t 
YAWN I II 



PRESENTA 



The graphics promised so much but the 
illmg and gatneplay ruined the game 
completely. The idea is dated and most 
lyers won 't stand for the mind-numbing 
blasting that it calls for. With a bit more 
imagination and work this could have been a 
jood game. The programmers seem to have 
it in the graphic detail and produced 
ing that far from being an example 



troyed you jerk to another sector 
where a mothership (or is it a 
base-star from Battlestar Ga/ac- 
tica?) has to be hit ten times in 
the centre. This ship fires 
nuclear shells which inflict 
heavy damage on your shields 
although they can be shot as 
well. On later waves the damage 
per shell increases so things get 
a lot harder. 

The second fighter level has 
25 ships and the number in- 
creases by five for each succes- 




Great title screen. 



? ®/t\ understandably short 
\J\J /U instructions. 



—J AQ/ Brilliant until they 
f Cf. /Q start scrolling. 



r\ aci / Horrid blasting 

24 % M 

VALUE FOR MC 




J Q Oh dear. Sadly below the advertising claims. 




nuclear shells zoom into the 
earth. This promptly disappears, 
except for a two pixel line on the 
horizon suggesting that the bot- 



s st< 



The fighters, mothership and 
explosions are nicely depicted 
but the sound effects are mon- 
otonous. 

BW 




DOM DtflR, /TrtfeV po 6€T up£€T.." 
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HITS 



54. ( MANIC MINER 

SOFTWARE PROJECTS, £7.95 cass 

This is the first copy of the original Mmei 2049'v 
platform game. It features the now infamous mine' Willy 
as tie collects keys In order to escape from a succession 
of weird sections of his mine 



55. SUPER PIPELINE II 

TASKSET. £6.90 cass. £9 90 disk 

Frantic arcade style game with great graphics and 
music Battle lo keep the various nasties from bursting 
your pipes and stopping the water flow to the barrels 
Sacrifice of your workmates is necessary in order to till 
the barrels and move on to a more complex no i work of 
pipes. 



56. (58) BRIAN JACKS SUPERSTAR 
CHALLENGE 

MARTECH, £8 95 cass, f 12.95 disk 

Tacky shirts aro guaranteed with this new joystick 
waggling game Score enough points on the Qualifying 
round to challenge the man himself Fight tough and 
different events will tax your strength and skill to their 
utmost 



57. (43) UP 'N' DOWN 
US GOLD. £9.95 cass 

This fun to -play arcade conversion will frustrate you 
immensely Rush and jump your car around the rounds 
in search of the coloured flags On completing a screen 

fau proyess to an even harder level, and eventually to 
ags that trundle about on trollies 



58. (55) MONTY MOLE 

GREMLIN GRAPHICS, £7.95 cass 

Another scrolling platform game where Monty Mole 
goes m search ofcoal and the legendary Arthur All sons 
of hazards face him including Hying pickets, hairsprays. 
coal crushers and aod baths 



59. (27) BOOTY 

FIREBIRD, £2.50 cass 

Set in a pirate ship you must explore the decks collecting 
treasures and booty while avoiding the fearsome 
cutthroats and other dangers that bar the way Good 
value multi screen game with unusual elements 



60. GUMSHOE 

A'N'F, £7.95 cass 

You're an investigator in a hotel full of gangsters and 
searching for a kidnapped girl. You have to find the girl 
as you snoot it out with the mob who keep appearing 
through doors You've got to make a profit while your at 
it (hough. 



61. I? ONE ON ONE 

ARIOLASOFT. 

£9.95 cass, 
£11.95 disk 

Basketball game where you can take on Julius Erving or 
Larry Bird. It's |ust two of you in a high scoring duel 
around the basket 



62. (-) FIGHTER PILOT 

DIGITAL INTEGRATION, £9 95 cass 

One of the earliest flight simulators with six options from 
landing practise to 3Dair-to*air combat four still levels, 
good controls and great instrumentation 



63. BLACK HAWK 

CREATIVE SPARKS, £7.95 cass 

f lying over enemy territory you have to deal with enemy 
ground installations, helicopters, planes and missiles 
The screen scrolls Xevious style and there's plenty of 
blasting action to keep you happy 



64. ( ) TIM LOVE'S CRICKET 

PEAKSOFT. £8 95 cass 

Interesting cricket simulation where you can take on 
another player or the computer full control over 

(• bowllllll .Hill tiiUlinn unit rhntra f<1 til >u^i-. 



TOTE YOUR VOTE! 

Help your favourite games into the top 64, and win a great Zzap prize package 



Here's the form on which you 
can vote for your favourite 
games and help build up the 
nation's best chart for 64 



Basically you have a tota! of 
TEN votes which you can allo- 
cate any way you like - you can 



put them all on one game or 
split them between up to FIVE 
different games. This is the best 
way of ensuring that our chart 
accurately reflects people's pre- 



To ensure that people only 
enter once you MUST use the 



form below. This form also 
allows you to predict what you 
think will be the top three 
games in the next chart. The 
first three people we find with 
the correct predictions will win 
a great gift package consisting 
of a Zzap! T-shirt and games of 



your choice worth up to £20. 

This is an opportunity you 
can't afford to pass over, so get 
voting. Entries to: Chart vote, 
Zzap! 64, 1 Church Terrace, 
Yeovil, Somerset, BA20 1HX. 



ZZAP! 64 TOP 64 VOTING COUPON I am voting for the following games (up to five): 

(Please write clearly) Game (and software house) No. votes 

Name 

Address 

Post code 

The games I would like to win are (total price MUST be under 
£20} *itii*t4itiii«»im 



My T-shirt size isS/M/L 



ritltMMIIIItlllllM 



I predict the top three games in the completed chart will be: 

1 



IHtMftftlllHUINIH 



Maximum total votes 10 
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super HUEYffi«S?S55 

Commodore 64 £Q.95 M 
machines only O Cassette I 



ZZAPSPEAK 




AARDVARK Useful abbreviation 
coined by the mag Micro Adventurer 
(RIP) for the long-winded term 
'arcade -ad venture' |see below). Not 
be confused with the animal or soft- 
ware house of same name. 

ADVENTURE In its strictest sense this 
refers to a game in which you control 
the action oy entering simple typed 
commands on the keyboard instead 
of having direct movement control 
over a character as in a typical 
'arcade' game. For example, if you 
were trying to escape from a dunge- 
on, you might try typing commands 
such as 'Search dungeon' or 'Kick 
door' or (possibly) Took through 
keyhole'. If the computer under- 
stands the command it will either 
carry it out and tell you the result, or 
inform you if the action is impossible. 
A typical adventure would involve 
exploring various locations in search 
of objects to help you on your guest. 
The main challenge of these games ts 
working out how exactly to use the 
objects. See also TEXT-ONLY ADV- 
ENTURE, GRAPHICS ADVENTURE, 
and ARCADE-ADVENTURE 

ARCADE GAME The most common 
type of computer game in which you 
have direct movement control over a 
character. The term is also some- 



times used in a narrower sense to 
refer only to games which started life 
in the amusement arcades. 

ANIMATION The movement of a 
character to indicate different actions 
such as walking, running, leaping, 
etc. Animation which is detailed, 
smooth and realistic (or humourous) 
can add enormously to the graphical 
impact of a game. 

ARCADE- ADVENTURE Basically an 
arcade game (no typed commands), 
but one which is based around the 
adventure themes of exploration, 
object manipulation and problem 
solving. A typical 'aardvark' will show 
on screen only a small pari of the total 
playing area at any one time, and to 
solve it a player may well have to 
map out the various locations. Exam- 
ples of such games are Quo Vsdis 
(strong on exploration) and Py/ama- 
rama (strong on object manipulation 
and problem solving). 



BLOCKY See low-res 

BODYPOP SCROLLING Another term 
for jerky scrolling. (See SCROLLING) 

CVG Stands for Completely Vile 
Game. {Used only in extreme circum- 
stances). 
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FLICK-SCREEN Describes multi- 
screen games where the picture 
jumps to a new location as the char- 
acter reaches the edge of the screen. 
Contrast with SCROLLING 

GRAPHICS ADVENTURE An adven- 
ture game in which the various loc- 
ations are illustrated on screen (as 
well as described). 

HIGH-RES Short for high resolution. 
Describes graphics which are finely 
detailed. 

JOYSTICK ADVENTURE Another 
term for 'arcade- adventure'. 

LOW-RES Short for low resolution. 
Describes graphics which are 'blocky' 
and lack detail. 

PATTERN GAME A game where the 
enemies move in regular patterns, 
and where the skill lies in understand- 
ing the patterns and timing your 
moves accordingly. Many PLAT- 
FORM games are also pattern games. 

PATTERN SYNDROME An unfortun- 
ate feature of certain pattern games 
where the patterns never alter, and 
the player has to move through 
exactly the same route every time he 
plays. Also known as PS. 

PLATFORM GAME A typo of game 
Started by Miner 2049 er where much 
of the action involves leaping around 
a series of platforms. 

SCREENS Games are often described 
as having a certain number of 
screens. This only makes precise 
sense in flick-screen games where 
there are distinct screen pictures, loc- 
ations or layouts. In games where the 
picture scrolls the 'number of 
screens' normally refers to the size of 
the overall playing area. 

SCROLLING A very common game 
feature where the screen picture 
moves to show a new part of the 
playing area. It's as If the player is 
looking at the view through a moving 



camera lens. In most games which 
feature scrolling, the picture moves 
in order to keep the character you 
control in the centre of the screen 
Scrolling can occur in more than one 
direction and may be smooth or 
jerky. 

SHMUP A Zzap-coined term to re- 
place the long-winded 'shoot-em- 
up'. Any game involving stacks of 
blasting and zapping. 

SIMULATION A program which tries 
to copy as realistically as possible an 
activity such as a sport or flying an 
aircraft. 

STRATEGY GAME A term used for 
certain games which are neither arc- 
ade nor adventure. Typically they will 
put the player in a decision-making 
position such as commanding a 
merchant ship or running a company. 
On the basis of information supplied 
by the computer he will make a series 
of choices in and attompt to achieve 
some goal. Football Manager, speak- 
ing of goals, is an example of a pop- 
ular strategy game. War games are 
also a type of strategy game. 

TEXT-ONLY ADVENTURE An adven- 
ture in which the various locations 
are described in words only. The adv- 
antage of this is that the memory 
space which would otherwise be 
taken up by graphics can be used on 
extra locations or added subtleties. 

TANK To thrash someone at a com- 

B Liter game. As in: 'Penn tanked 
ignall at Dropzone.' 

WIMP OUT To turn in an utterly use- 
less performance on the joystick. 
The ed wimped out again." 



SEE Y©* 
NfexT , ,, 
IS?.llE.' 
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Be only at your peak as 
you enter the HYPER 
SPORTS stadium to compete in six NEW 
exhausting events in this state of the art 

simulation -the officially 



/ . ~ : J=JI endorsed version of the 
_!__/ IMo.1 arcade game. 



I*w mnw% mint m «»' i— *»m ft**** 



Continuing the challenge 
where Track and Field' left off. 

loaglne Software Is available liomWOOiWOtrTH WHSMITH I ■ LASKYS. Rum be lows COMCT Spectrum Shops and all good dealers. 




I 48 K • COMMODORE 64 




Extraordinary Arcade Animation 
An amazing journey to the centre 
of trie Pleasuredome 
Discover the secrets of the 
final screen! 



FREE! FREE! FREE! 

Unique LIVE recor ding of R ELAX, never released in the U.K. 
Exclusively from lOCSCnl in Idata-finel '^ twin cassette pack. 



Ocean Software Limited 
6 Central Street Manchester M2 5NS. 

Telephone: 061 832 6633 

Ocean Software is available f rom sele cted branches of. 
r,WHSMITH. r i2BE2a,(g),USICYS 1 

RumbeloWS. COMMT,**c™™ Shops and ail good software dealers. 




